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. by Graeme Davis 
| The Charles Bronson of the 16th century 


comes to life — with a little help from 
GURPS. 


The Hits and Myths of Martial Arts 17 


by Chris Hepler and Jennifer Brandes 
Our hand-picked panel of experts 
describes how they open up cans of 
whup-ass in the real world. 















1 AS \ | Married A Boomer! 
ws AY Just ‘cause she’s a homicidal infiltration 


MY robot doesn’t mean she won't love you. 
An adventure for Bubblegum Crisis. 


Camping: It’s no Picnic ......... 
: by Ed Carmien 
Maureen Yates Wood ticks, fungal rot, and hordes of 


Wild animals. Are you sure you don't 
. want to stay at the inn? 
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About the Cover 
It’s been awhile since we 
had a dragon on the 
B= cover, and Susan Van 
S| Camp was more than 

» | happy to provide us 
Mae | with two — the 

. compact model and 

the large economy 
size. 
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by Serge Stelmack 
Why woodland critters, brain-eating 
parasites and secret government pro- 
jects just don’t mix. 


Yearly subscription rates in U.S. funds are as 
follows: $20.00 — U.S., $40.00 — CAN, 

by Jason Vester | a ee 

Tarot decks. Fantasy role-playing. Two Make checks payilile to SHADIS. 
Sr eat tastes that taste grea C tog ether. Advertising rates can be obtained by writ- 
ing to the above address. Send SASE for 
Writers’ & Artists’ Guidelines. All material 
published in SHADIS Magazine, unless 
stated otherwise, is copyrighted © 1996, 
all rights reserved by the Alderac 















by Spike Y. Jones Entertainment Group. Use of any trade- 
Building a better dragon in Steve a ae mark is not a challenge to the trademark 
Jackson Games’ Toon. Yes, it’s that Sona §=/ =F Copyright concemed. The appearance 
silly i oe of articles on various game. systems 


should not be construed as authorized 
material for those games. 


Strange Vistas *¢+ @ #+ + +e ee +e +e +e eH +H eH + 65 Declaration of Independence 
A Stalker’s Tale The staff of SHADIS is determined to 


keep this publication independent and 
by Chris Pramas siecle our veal’ the A ll of 
A how-to manual from the world the gaming industiy dvalabldl 
of The Whispering Vault. Although the Alderac Entertainment 
Group, publishers of SHADIS, publishes 
game systems and supplements, SHADIS 


. Pr : will not become a house organ. 
The usual gang of critics and cartoonists, 


who will do their best to ruin your 
evening. 


Our policy — written in stone — is that 
SHADIS will not review products produced 
by AEG and that AEG is limited to one full 
page ad per issue. In addition, articles relat- 
ing to AEG games will be limited to two 
issues per year — not to exceed a com- 
bined total of fifteen pages for both issues. 
(That works out to 15 pages per 672 pub- 
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We've Secretly Replaced the Actual Editor... 


Editorial 


An Infestation of Girl Cooties 





AEG offices. Tucked away in a forgotten 

corner of Southern California, ignored by all 
save the nearby vagrants and a few hardy L5R 
fans, we were free to act and do as we pleased. 
Considering that the company consisted of nine 
single men in a state of arrested development, the 
results were not pretty — Peter Pan meets Animal 
House. Superhero posters fought for wall space 
alongside Kathy Ireland pin-ups. Plastic swords lay 
on the floor next to piles of empty beer cans. Sure, 
it was a pig sty, but it was ours and we loved it. We 
could wallow in our own filth, crank out games 
and magazines as expected, and be content that 
the outside world would leave us in peace. 

That all changed with the arrival of... them. 
Strange, exotic creatures that we didn’t under- 
stand and were a little bit afraid of. Beings with 
concepts of order and cleanliness that we could 
never fathom. People who took the “No Girls 
Allowed” sign on the front door and threw it 
mockingly back in our face. The fairer sex had 
invaded our Y-chromosome Mecca, and things 
have never been the same. 

It started slowly, of course. Intern Jen came like 
a thief in the night, spending a few days each 
week at the art department helping out. It was 
cool. We could handle it. But then, everyone in 
the art department left, and in their place came 
another girl, this one full time. “Cute” parapher- 
nalia began showing up, covering the well-placed 
male detritus with a frosty lining of good cheer. As 
we struggled to absorb this horror, Intern Jen 
struck, dragging one of our own off into domestic 
servitude. In the blink of an eye, we saw how 
quickly we could be taken. 

Our ranks divided, our forces in disarray, we 
were ill-prepared for the final, terrible blow. The 
bosses hired a new office manager to run things on 
a daily basis. An office manager named Maureen. 
Able to order us around at whim and issuing 
unholy commands like “pick that pizza up off the 
floor” and “would it kill you guys to wear pants 
once in awhile?” she took the whole grunting, 
scratching bunch of us down in flames. I knew we 
were doomed the day she put a box of Kleenex in 
the bathroom. Our little pirate clubhouse would 
never be the same. 


The shift that shattered the AEG offices like a 
bottle of cheap pilsner isn’t new, of course. There 
have always been women gamers around, from 
Chainmail on up. The recent success of Vampire 


brought a whole new demographic into the indus- 


Te used to be a lot different around the 


try, increasing the number of female players expo- 
nentially. Big-time companies like FASA and 
Archon are led by women, a fact which hasn't 
exactly kept the fans away in droves. It shouldn’t 
come as any surprise to us that role-playing is 
becoming more and more of a co-ed sport. So why 
do we blindly panic whenever one of them deigns 
to participate in our reindeer games? Why do we 
run like roaches in the light at the merest thought 
of role-playing with a (gasp) girl? 

I’m sure there’s an answer, although it probably 
involves intense psychological study and more 
space than this poor little page can produce. But 
the shoot-from-the-hip response is to say that 
there’s something about role-playing itself that 
indirectly fosters that kind of reaction. No, I’m 
not talking about Clyde Caldwell nudes 
(although we can open up a whole can of worms 
on that topic if we’re so inclined). 

Part of role-playing’s appeal is the child-like 
side of it, of “playing cops and robbers with funny 
dice.” For whatever reason — cultural, social, 
what-have-you — those make-believe games 
tended to be drawn along the gender line. Boys 
played cowboys-and-Indians, girls played house, 
and ne’er the twain did meet (except for a few 
brave pioneers who probably got beat up a lot). So 
in our grown-up incarnations, it’s reasonable to 
assume that the same unconscious dividers exist. 
And when a woman wants to take part in our 
testosterone-laden gun-toting mayhem-inducing 
campaign, something deep within us goes 
“AAAAAHHHH!!!” A notable exception to 
that rule is Vampire, which managed to discon- 
nect the primal scream by dealing with romance 
and other mature themes. Thinking along adult 
lines produced a more adult atmosphere, one in 
which sexual difference can be handled much bet- 
ter. 

But whatever the reason, there’s definitely a 
change in attitude when the fairer sex sits down at 
the gaming table. Being aware of that change can 
help us deal with it more readily, and ensure that 
the continued influx of women in the gaming 
industry leaves no lasting scars (either masculine 
or feminine). Besides, isn’t it a comfort knowing 
that men aren’t the only ones in a state of arrest- 
ed development? 


— Rob Vaux 
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These preconstructed decks are served to 
go. Each has the rarity mix of a standard 
Magic™ deck, with the added flavor of a 
built-in theme and an R&D design. Sample 
the combos of the Zempest™ setting, and 
then throw your own spice into the mix. 
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Post Office Fallout 


Letters Page 


Reactions to the Steven Marsh Issue 


To Whom It May Concern: 

Who is Steven Marsh, indeed? 

Neither assassin nor daredevil nor master of mamba, I am just a guy. A 
guy who is flattered and honored by your delightful magazine. Thank you for 
creeping me out. 

At first, when | got the coolest piece of mail in my life (“Watch. Wait.”), 
I assumed you were instructing me to keep reading the magazine; watch, 
wait, we won’t let you down. I was happy. 

But then | saw the full page devoted to my non-portrait (right after the 
article, “How to Spot a Conspiracy Aimed Directly At You,” no less) in issue 
#34. Never before had I gone, “Gaaaa!” while reading a magazine. And | 
assumed that was what the cryptic letter referred to. | was tickled. 

But now the fullness ofyour scheme comes to light. And, as | said, it was 
incredible. 1 was thrilled. Unfortunately, I’ve not been able to completely 
fulfill my end ofthe bargain. Ironically, I almost never saw the issue at all. I’m 
in charge of game ordering for the store I work at (Cosmic Cat Books), and 
our distributor dropped the ball and didn’t order the last few month’s worth 
of your magazine. So | complained (I’ve promoted Shadis 
mercilessly at our store as the industry’s best magazine), ’ 
and the distributer was able to get copies of the missing 
issues. Issues 33, 36, and 37 in the same week, in fact. 
Now the magazines showed up at work on my day oft, and + 
by the time I got to work the next day, word of my fame 
was already wide-spread. (The owner had painted 
“COME TALK TO THE WORLD FAMOUS 
STEVEN MARSH!” on our window.) All copies 
were sold, except for the one reserved forme every © 
month. 

I was able to order the last two extras the 
distributer had, but they had already been claimed 
by friends. So | bought my one issue, and the copy 
of issue 33 that was also pulled aside for me. 

















Enclosed is a receipt for those two copies.. (I 
bought 37 the next day.) Unfortunately, I did 

not buy two copies of issue 36 as I'd promised, 

simply because there weren’t two copies to 
buy. So the fun-looking board game has gone 
(as yet) unplayed, while friends and family 
continue to ask for copies. 

End of boring story. 

Anyway, upon basking in my fifteen 
minutes of fame, I’ve decided that your 
magazine has regained its consistently 
phenomenal status, and I’m willing to, once 
again, consider myself a card-carrying b 
member of Shadis. Or something like that. 

This has been a very difficult, stressful year for the 
industry. Thank you for providing a pillar of stable quality in an 
otherwise chaotic hobby. 


Ever yours, 
Steven Marsh 


\\ 
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Just for the record, Steve sent us the receipt of his purchase. The lawyers 
ordained that his end of the bargain was fulfilled 


Dear SHADIS, 

Thank you so very much for the years of great gaming stuff. SHADIS has 
been one of my favorite magazines this side of Food & Wine and Psychology 
Today. Recently, however, you had the all-Steven Marsh issue and things 
sorta changed. Not that the issue was bad or anything — in fact it was pretty 
good. It’s just... well... this is kinda embarrassing... you see, | work with 
Steven Marsh. I’ve worked with him for two-and-a-half years, and in all that 
time, only the past two months have been unbearable. He’s not the same 
Steven Marsh! 

The pre-SHADIS Steven we knew was bitter and cynical. The post- 
SHADIS Steven has something good to say about everything. The pre- 
SHADIS Steven was impatient and demanding. The post-SHADIS Steven 
is tolerant and understanding. Even our customers have noticed: 

Pre-SHADIS 

Customer: “Where the hell is my copy of the new Deadlands Dime 
Novel!” 

Steven: “I believe | left it under your wife’s bed.” 

Customer (to me): “I’m kicking this little guy’s butt!” 

Me: “Please don’t sir, ’cause he’ll blame it on me somehow.” 

Post- I 
Customer: “What do you mean you're sold out of Laws of the 
Wild? You shoulda saved one for me! You know I'd get it 
eventually!” 
Steve: “You're right sir. Here’s my copy. | can wait until the 
second printing.” 
Customer (to me): “What’s wrong with him?” 

Me: “That’s it. I’m callin’ a doctor.” 

So as you can see, things are not so good 
here at the Cosmic Cat. At the beginning of 
this Warholish 15 minutes, | was going to 
write you a letter describing the impact this 
has had on us. But then it sturck me like 
lightning (or boredom, I can’t figure out 

which): a board game! I’ll write a board game. 
Steven would like that... the old Steven. 
Maybe a good, mean-spirited board game will 
touch some primordial part of Steven’s soul. Maybe you guys 
could play it around the office, when you need inspiration and 
want to know what it is to be Steven, if only for a little while... 


Lovingly, 
Darrow Wolfe-Fisher 

} Thanks Darrow. Unfortunately, your game — “Steven 
Marsh and the Comic Shop of Doom” — drove three interns 
mad, and was eventually confiscated by a group of government 


\ / iy de agents who all answered to the name “John Smith.” We 
| 4 iG ae decided not to push the matter and strongly suggest that you 


burn any copies you have left. 
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Adventuring With Robert E. Howard's Grim 
Swashbuckler 


A Supplement for the GURPS System 


ay, alone I am a weak creature, having no 

strength or might in me; yet in times past hath 

God made me a great vessel of wrath and a 
sword of deliverance.” 

— from The Moon of Skulls 

Robert E. Howard wrote an incredible amount in 
his short life, and it is ironic that most remember him 
only for Conan of Cimmeria. The Conan stories do 
not even make up the majority of Howard’s work, and 
the bulk of Conan works in print today were written 
by other authors. 

Solomon Kane, the brooding Puritan swordsman, 
is another classic Howard character, and does not 
deserve to be overlooked. He was an able swordsman, 
like all Howard’s heroes, but otherwise he could not be 
more different from Conan. He brooded rather than 
carousing, driven by faith and a burning hatred of the 
unnatural and ungodly. Surprisingly learned in eso- 
teric matters, he knew the full horror of the things he 
encountered. He sought Ti kingdom — OT das he would 
claim, he sought only one, and that not of this earth 
— but dedicated himself to seeking out and destroying 
the servants of evil, wherever they might be found. 

The world of Solomon Kane is the sixteenth cen- 
tury of our own world, more or less as described in 
GURPS Swashbucklers. These were times of fear and 
superstition, when the hysteria of witch-hunting 
stalked the land and folk barred their doors as much 
for fear of ghosts and giants as against marauding brig- 
ands. The superstitions and terrors of the sixteenth 
century have arguably done more than any subsequent 
influence to determine the shape and content of con- 
temporary folklore — and, therefore, contemporary 
horror fiction. Kane’s adventures are predominantly 


horror stories, featuring creatures and themes of the 
type covered by GURPS Horror. 


The Setting 

GURPS Swashbucklers covers the world of Solomon 
Kane very well, apart from the existence of magic and 
monsters. The Basic Set and Swashbucklers are the bare 
minimum needed to run a Solomon Kane campaign; 
the Basic Set can provide just about enough in the way 
of magic and monsters to get the campaign started. 

Kane travelled endlessly, and is as likely to be 
found in the interior of Africa (which was unknown to 
Europeans right up to the late 19th century) as in his 


VOLUME VI ¢ NUMBER Ill 


native Devon. His birthplace is no accident — west- 
ern and southwestern England was the home of a great 
many Elizabethan seadogs, and the starting-point for 
their voyages to the West Indies and the Spanish 
Main. (Incidentally, that is also why a hideously man- 
gled version of the local accent has become the stan- 
dard Bad Pirate Voice ever since Robert Newton 
played Long John Silver.) 

To return to the point, Kane stalked the fringes of 
civilization. Whether in Africa, the Indies, or the 
remote farming and fishing villages of southwest 
England, he was always away from the great cities and 
the mainstream of European society. The lands he 
walked were lands of mystery and superstition, where 
anything could happen. 

Kane’s time was known as the Age of Exploration 
for good reason. Just about every European power was 
engaged in developing a maritime empire in the New 
World, Africa, India and the East Indies. Europeans 
were coming into contact with a wide range of alien 
cultures, belief systems, and — in Kane’s world — 
supernatural beings. 

The Swashbucklers worldbook does not go into 
great detail about the world beyond the Spanish Main 
and the French Court, but Chapter 8 of GURPS 
Horror covers a few settings which are appropriate for 
a Solomon Kane campaign. 

Though the American colonies were in their infan- 
cy in Kane’s day, and Salem had not yet been founded, 
there were already witch-hunts in Europe, and it 
would be entirely appropriate to find communities of 
Puritans and others who had gone to the New World 
to find freedom from persecution, or a new place 
which they could mould to their own beliefs. Though 
not as prominent as in the seventeenth century, 
Puritans were certainly around in Elizabethan times. 

The Caribbean, of course, was in the process of 
being overrun by colonizers and pirates alike. Haitian 
voodoo might not have been the power that it later 
became, since African slaves were only in the islands 
for a comparatively short time as yet, and the fusion of 
African and Caribbean traditions that became voodoo 
was still in its infancy. However, the jungles of the 
Caribbean and Central America could be home to all 
kinds of lost and ruined cities, from Aztec and Maya 
colonies to surviving outposts of ancient Atlantis, as 
described in GURPS Conan. 

In Kane’s day, Egypt was ruled by the Ottoman 
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Soloman Kane 


Empire, though one who had terrorized the Barbary 
Corsairs of North Africa as Kane had could reach 
Egypt if he chose. Kane had spent some time as a slave 
in a Turkish galley, and in “The Footfalls Within” he 
encounters an ancient — possibly Egyptian — mau- 
soleum while the prisoner of Moslem slavers. He had 
travelled as far east as Cathay (China), and could 
appear anywhere in Asia, though (like the eastern 
Mediterranean) the East Indies were a largely Moslem 
area, and European expansion eastward had barely 
begun. Australia was little more than a rumor in this 
period, almost two centuries before Cook’s voyages. 

A little research goes a long way to creating a 
believable setting at the fringes of European explo- 
ration. There is a wide range of coffee-table history 
books dealing with this period, and most of them have 
useful GM aids like maps and illustrations. The Time- 
Life Great Ages of Man series includes a volume enti- 
tled The Age of Exploration, as well as several others 
concerning specific parts of the world. GURPS Aztecs, 
GURPS China and GURPS Japan will be of interest in 


setting up a campaign in their respective areas. 


Magic and Horror 


GURPS Horror is recommended as a source for the 
supernatural elements in a Solomon Kane campaign, 
though there are certain provisos. 

The Solomon Kane campaign is a secret magic hor- 
ror campaign (GURPS Horror 2nd ed., pp. 23-24). 
There is a limited amount of magic around — enough 

to allow supernatural creatures to exist and witches to 
Sk be real — though magic is hardly widespread. It is 
Sa nearly always regarded as diabolical, and is best not 
used in public. As a Puritan, Kane himself would never 
use magic, and would be highly suspicious of anyone 

he saw using it. 


Faith vs. Fright: Optional Rule 

A character in a horror campaign has to make a lot 
of Fright Checks, and stands an excellent chance of 
cracking up at just the wrong moment. Solomon Kane 
is an exceptional character, though, and his Puritan 
faith and hatred for all the servants of evil often sus- 
tain him through situations which would see a lesser 
character go hopelessly insane. This has suggested the 
following optional rule: 

\ Fanatic characters gain an additional +2 to Fright 
RN \\ AS ANN ee WS Checks, provided that they have at least one other 
WW Va N\ will tS yee advantage that gives a positive Fright Check modifier, 
ASRS att \\WA Sih and the source of the Fright Check can be attributed 

to forces hostile to the character’s belief system, in the 
character’s own mind at least. The GM should call 
upon the player to justify the additional modifier if 
there is any doubt, and may withhold it if the player's 
: 4 \\Y explanation is not convincing. 
\\ POR \A NF a QS \ For example, Kane is escorting a village clergyman 
| FE EAS NS through the ruins of an abbey where strange things are 
said to have happened. Both characters are Fanatic, as 
both are devoted to their faith; the clergyman, howev- 
er, is used to a quiet village life, and does not have 
Strong Will or any other advantage which helps the 
Fright Check. So when a dead monk rises from his 
grave to attack the pair, Kane can claim the addition- 
al +2 but the clergyman cannot. 

Fighting his way clear, Kane returns to the 
monastery later with Jim Trehearn, a hardened free- 
booter with a Strong Will, whose hatred of Spain and 
her imperial ambitions amounts to Fanaticism. When 
the pair confront the source of the evil in its lair, 
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For three years players of Legend of the Five Rings™ have followed a diverse cast of 
characters as they struggled against a rising tide of 
darkness. One Clan has fallen, and another has been 
redeemed. The Black Scrolls have been opened and read. 

Ancient prophesies have been fulfilled. Now, the 
descendants of the Seven Thunders and Shinsei 
himself have assembled to fight one last battle against 
the ancient evil their ancestors banished in a time 

long forgotten. This summer is the Time of the Void, 

when the circle will be complete and the first continuous story 

in card gaming will come to a shattering conclusion. Nothing in the Emerald 
Empire will ever be the same! 





Explore the magic, Legend of the Five Rings 





Customer Service: 1-888-547-4647 *« www.irpg.com 


Legend of the Five Rings and Time of the Void © & TM 1997 Five Rings Publishing Group, Inc. All Rights Reserved 
Magic and the Duelist are trademarks of Wizards of the Coast, Inc. 
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° layout and presentation 
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Robert E. Howard’s Other Creation 


Trehearn cannot claim the additional +2 to his Fright 
Check unless the player can make a convincing case 
linking the situation to Trehearn’s opposition to 
Spain: for instance, if they had already found out that 
the machinations of a sorcerous Don lay behind it all 
(or if the character has a strong reason for thinking so 
— and it’s not good enough to say that he always 
blames everything on the Spanish! ). 


Cumulative Effects of Fear 

The rule on p. 24 of GURPS Horvor needs a little 
modification for a Solomon Kane campaign. The PCs 
— or at least, the bulk of them — are hardened, red- 
blooded adventurers who have gazed into the mouth 
of Hell without blinking, and are well able to stand up 
to sustained and repeated supernatural experiences. 

One option would be to confine the use of this rule 
to NPCs, but it makes more sense to link it to the 
actual courage of the characters involved, as reflected 
in advantages like Strong Will (or even in disadvan- 
tages like Overconfident). If the GM judges that a 
character has an appropriate advantage or disadvan- 
tage, the character does not suffer the cumulative 
Fright Check penalty. If the GM prefers to rely on 
printed rules rather than imposing personal judge- 
ments on the players, then any character with an 
advantage or disadvantage that gives a positive modi- 
fier to Fright Checks is immune from the cumulative 
fear rule. 


Magic Items 

Magic items are rare in a Solomon Kane campaign, 
and though they are often ancient relics made by 
magicians of legendary power, they are low-powered 
compared to the Swords of Everything Slaying and 
Wands of Total Devastation that some fantasy gamers 
take for granted. One example is the Staff of Solomon 
which features in the story “The Footfalls Within.” 
Kane killed an intangible monster with one blow of 
the staff, but its only enchantment seems to have been 
the ability to wound invulnerable creatures; he might 
just as easily have killed a man with a single thrust of 
his sword. 

The GM should take great care about the use of 
magic items in a Solomon Kane campaign. Because 
the setting is low-powered, magic items could easily 
upset the game balance unless they are very tightly 
controlled. Most — if not all — magic items should 
have a single power, and that power should be careful- 
ly chosen. Ideally, a magic item should give a charac- 
ter a chance of survival in a fight or other situation, 
where no chance existed without it, but it should 
never guarantee victory; the character must always 
rely on his or her own strength wits and courage to 
prevail against the forces of evil. 

Characters should not be allowed to collect magic 
items like fantasy adventurers. Some items — espe- 
cially weapons — might be destroyed in the act of 
destroying a powerful supernatural creature, while oth- 
ers might be sacred relics of a group allied to the char- 
acter, and only available on loan in an immediate cri- 
sis. Characters who collect magic items will be viewed 
by fellow-Europeans in the same light as those who 
openly cast spells: the authorities will suspect them of 
witchcraft, and their magical treasures will attract the 
covetous attention of true magicians and cultists. 

By and large, magic items ranked alongside other 
forms of magic in Kane’s estimation. Even religious 
relics with miraculous powers would be regarded by a 
Puritan as Popish baubles, designed to lead the credu- 
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| recognized sometimes (-5 points) 


| adventurer, and this interpretation of his character (like the descriptions of Conan 












Solomon Kane 
“He was a tall, gaunt man, was Solomon Kane, his darkly pallid face and deep 
brooding eyes made more somber by the drab Puritanical garb he affected.” - 
— from Skulls in the Stars 


In all the stories where he appears, Kane is a formidable and highly experienced 3S i aS 


“ 


in the GURPS Conan worldbook) ignores the normal 40-point limit on Smee 


Disadvantages. 
ST 16 (80 points) IQ 14 (45 points) Speed: 8.5 
DX 17 (100 points) HT 17 (100 points) Move: 6 
Dodge: 7 Parry: 15 with sword, 11 with dagger Block: 7 


(active defenses +1 for Combat Reflexes) 


Advantages: 

Alertness +2 (10 points) 

Combat Reflexes (15 points) 
Danger Sense (15 points) 

High Pain Threshold (10 points) 
Luck (15 points) 

Military Rank: Captain (25 points) 
Strong Will +5 (20 points) 


Disadvantages: 

Bad Temper (-10 points) 

Code of Honor: See below (-10 points) 

Enemy: Large group, Islamic rulers and warriors, appears quite rarely (-15 
points) 

Fanaticism: Devout Puritan (-15 points) 

Honesty (-10 points) 

Impulsiveness (-10 points) 

Intolerance: Turks and Arabs (-5 points) 

Phobia: Magic (manaphobia), mild (-10 points) 

Poor (-15 points) 

Reputation: Active enemy, -4, large class of people, Islamic rulers and warriors, 


Stubbornness (-5 points) 
Truthfulness (-5 points) 


Skills: 
Anthropology: 12 (1 point); Black Powder Weapons: 22 (24 points) Brawling: [gr 
22 (24 points); Detect Lies: 14 (4 points) Fast-Draw (Dagger): 17 (2 points), RRyaRaee 
(Pistol): 17 (2 points), (Sword): 17 (2 points); Fencing: 22 (24 points); First Aid: [igs 
14 (1 point); Gunner (sea): 15 (1/2 point), (land): 15 (1/2 point); Interrogation: 12 Reasam 
(1/2 point); Jumping: 17 (1 point); Knife: 20 (8 points); Knife Throwing: 20 (8 fig =eame 
points); Leadership: 14 (2 points); Navigation: 14 (8 points); Occultism: 13 (1 fae a 


| point); Off Hand Training (Pistol): 0 (8 points), (Dagger): 0 (8 points); Riding eg 5 
| (Horse): 15 (1/2 point); Seamanship: 14 (1 point); Spear: 17 (2 points); Spear Fay 


| 14 (4 points); Tracking: 15 (4 points); Traps: 13 (1 point); Languages: African | ; 
| River Tribes-10 (1/2 point); Arabic-11 (1/2 point); Carib Indians-10 (1/2 point) & 


against a supernatural or magic-wielding foe. 











Throwing: 17 (1 point); Stealth: 20 (16 points); Survival (Desert): 13 (1 point), SS i 
(Jungle): 18 (10 points), (Mountains): 13 (1 point), (Woodlands): 13 (1 point); es 
Swimming: 17 (1 point); Teamster: 12 (1/2 point); Theology (Puritan Christian): | 


Quirks: 

Despises luxury (-1 point) 

Rarely smiles (-1 point) 

Impulsive, but always justifies actions logically, and believes himself to be ruled 
by logic (-1 point) 

Wanderlust (-1 point) 

Believes in eye-for-eye justice (-1 point) 

Kane’s Code of Honor is a mixture of religious conviction and old-fashioned 
chivalry. He will always protect the weak and helpless, oppose the heathen and § 
profane, and respect women. He will never flee from a single opponent, nor when 
the only reason for flight is to save his own life — he must have a reason for fleeing, 
such as an unfinished mission which demands his survival. He regards all 
manifestations of the supernatural as Satanic, and will never give up the fight 
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lous away from the True Path. Manaphobia was 
endemic in European culture at that time, and like 
most others, Kane preferred to rely upon his sword and 
pistol. 


Hyborian Heritage 
vitag 

The reader may be surprised to see GURPS Conan 
as a basis for this article, alongside Swashbucklers and 
Horror. After all, Kane is a very different character 
from Conan, and operates in the history of our own 
“real” world rather than in the fantasy setting of the 
Hyborian Age. But remember, the Hyborian Age is set 
in our own world. It is a time before the last Ice Age, 
when a world of a slightly different shape was peopled 
by cultures not unlike their historical successors. The 
northern tribes of the Aesir and Vanir, for example, 
were remembered by their descendants and became 
the gods of the historical Vikings, while the wild Picts 
survived unchanged from Conan’s day to the coming 
of the Roman legions to northern Britain. 

Much of Howard’s adventure and horror fiction 
bears the influence of this shared background, whether 
it be set in Roman times, the 1920s or the sixteenth 
century. Names of ancient peoples and their dark gods 
crop up again and again, in the Kane stories as much 
as elsewhere. 

While GURPS Conan is not vital to the running of 
a Solomon Kane campaign, it can certainly be useful 
for building up the atmosphere, especially if one or 
more players are familiar with the Kane stories and 
Howard’s other work. Dark cults can be transplanted 
whole, or with minor changes to fit the “real” setting 
in which they find themselves, and the occasional 
creature can be lifted from the Hyborian Age and 
dropped into the sixteenth century — with due regard 
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to the notes on monsters below. It might even be pos- 
sible for Kane to encounter Thoth-Ammon or Thulsa 
Doom, now millennia old and ruling lost cities of 
cultists in the jungles of Africa, the Amazon rain-for- 
est or the far deserts of Arabia. Howard used similar 
devices in his stories quite frequently. 


Monsters 


Kane faced a wide range of monsters in his career, 
from Vampire queens ruling lost African cities to 
insane ghosts on lonely Devon highways. Many of the 
creatures detailed in GURPS Horror would be appro- 
priate fodder for this kind of campaign; more could be 
added from GURPS Bestiary and GURPS Fantasy 
Bestiary if the GM wishes. However, there are few 
things to bear in mind when selecting monsters for the 
campaign: 


1. Keep it horrific 

Partly, this lies in the design of the encounter itself, 
and in the build-up which leads to it. But the GM 
should consider just how horrific a creature is before 
using it in a Solomon Kane campaign. Giant animals, 
for instance, are seldom frightening in a supernatural 
sense; the familiarity of their natural form tends to 
counteract the effect of their unnatural size. 


2. Stay focused 

Perhaps the greatest distinction between fantasy 
and horror is the way that fantasy throws supernatural 
creatures around by the buckettul, while horror uses a 
few monsters (or monster species) at a time and plays 
ach one for maximum effect. Each adventure in a 
Solomon Kane campaign should be based around a cli- 
mactic encounter with a supernatural creature; this 
creature will be the most powerful monster in the 
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adventure, and may well be the only supernatural enti- 
ty used. It may have mortals as servants, or lesser 
supernatural creatures, but every ‘follower’ monster 
should be chosen and placed with great care and fore- 
thought, and should add something unique to the 
adventure by its presence. No monster should ever be 
just another spear-carrier to kill. If in the slightest 
doubt about a monster, the GM should either drop it 
or replace it with a human follower or cultist. 


3. Avoid fantasy and science fiction 


creatures 

Bug-eyed aliens, silver-suited saucer jockeys and 
giant radioactive ants are easy enough to spot, but the 
distinction between monsters of fantasy and monsters 
of horror can be a vague and highly subjective one. 
However, it is well worth making. Of course, most of 
the monsters that stalk the pages of generic fantasy 
owe their origins to folklore or horror somewhere 
along the line, but fantasy monsters are generally more 
understandable in their motives than those of horror, 
and they are often far less frightening. Though this is 
a tough distinction to define in words, it should be suf- 
ficient to bear in mind that this is a horror campaign 
rather than a fantasy campaign — if a creature doesn’t 
feel right, it probably isn’t right. 


4, Use things in their right setting 

Perhaps the worst thing that generic fantasy has 
done with its wholesale plundering of myth and folk- 
lore is to rip creatures out of their native context, from 
which they derive much of their strength and mean- 
ing. A group of pixies encountered at night on a lone- 
ly Cornish moor are a frightening prospect (trust me 
— these things aren’t even a little bit cute, if you read 
the folklore), but transplanted to the jungles of Africa 
or the West Indies, they're almost meaningless. Some 
creatures can justifiably be used anywhere, like ghosts, 
vampires and Things Man Was Not Meant To Know 
(in addition to his other credits, Howard was a con- 
tributor to the Cthulhu Mythos), but if a creature has 
roots in a particular area, it should be kept at home. 


Timeline 


Here is a partial timeline for the time of Solomon 
Kane, which may provide inspiration for adventures. 
1513: Balboa crosses the Isthmus of Panama to the 
Pacific. 

1514: Portuguese ships reach China. 

1519: Magellan begins his circumnavigation of the 
globe. 

1521: Cortez destroys the Aztec state and takes 
control of Mexico for Spain. 

1541: Coronado explores the southwest of what is 
now the USA. 
Amazon and Mississippi rivers explored. 

1543: Spanish Inquisition burns first Protestants. 
Portuguese land in Japan. 

1558: Elizabeth | becomes Queen of England. 

1560: Turks rout Spanish fleet off Tripoli. 
Puritanism begins in England. 

1584: Raleigh annexes Virginia. 

1585: First English colony established at Roanoke, 
Virginia. 

1588: English fleet under Drake repels Spanish 
Armada. 

1590: Roanoke colony found abandoned; the word 
“Croatoan” — the name of a nearby island 
— is carved in a doorpost, but the settlers 
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are never found and the mystery never 
solved. 

1592: Plague kills 15,000 people in London. 

1595: Spanish land in Cornwall, burning Penzance 
and Mousehole. 

1597: Second Spanish Armada scattered by 
storms. 
Parliament passes law allowing criminals to 
be transported to the colonies. 

1603: Death of Elizabeth |; Raleigh is tried for 
plotting against James I. 

1605: Guy Fawkes tried for attempting to blow up 
Parliament in the Gunpowder Plot. 

1610: Henry Hudson discovers Hudson’s Bay. 

1620: “Mayflower” leaves England to found 
Plymouth Colony, Mass. 
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IRTVAL ARTS 


Everything You Wanted To Know About REAL Fighting But Were Afraid To Ask 


very role-playing game has some kind of combat 
system. The vast majority treat martial arts as 
either specializations of fighting skills, special 
combat skills, or a way to gain a mystical edge in con- 
flict resolution. While many roleplaying gamers make 
characters with significant combat abilities, often the 
players’ only knowledge of martial arts is from mass 
media, games, hearsay, or classes in a single martial art 
style. In this article, we explore the very real differ- 
ences between fighting, martial arts, self-defense, and 
combat, and how these differences are expressed in 
RPGs and the real world. By looking at ten prevalent 
myths about fighting, hopefully we can add realism 
and depth to how you treat violence in your game. 


Myth 1: Taking a martial art is 
the same as knowing how to 
fight. 


A martial art is not a fail-proof system of combat. 
Rather, it is a body of folklore, orally transmitted down 
several “generations” by master and student and mod- 
ified by the personal preferences and needs of those 
involved. Learning a martial art means, first of all, 
learning how that style and instructor think about 
fighting, and secondly, learning a number of tech- 
niques. Depending on the learning environment, 
fighting/self-defense may be the class’s focus, or passed 
over in favor of exercise, cultural or spiritual lessons, 
or tournaments. Every martial arts instructor has a dif- 
ferent idea of what the art is used for, and what aspects 
or techniques are useful and useless when fighting. 

Some people look at this subjectivity and get dis- 
couraged, rejecting martial arts entirely and saying 
that they don’t work. This is like saying being taught 
French in high school is useless. It depends on the 
teacher and the student. Most people will never have 
to use it; most people can’t get it right unless they 
study hard; and those who don’t make it a priority 
can’t remember it under times of stress. The ones it 
works for are the ones who can make the skill seem 
“natural” whenever they need it. 

When it comes to a fight, making use of martial 
arts knowledge means you have to recognize what is 
meant for fighting and what was an “extra,” added in 
either as a frill or due to specific, no-longer-applicable 
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circumstances. 

Traditional Cantonese wing chun kung fu practi- 
tioners are taught to crouch in low stances and twist 
without moving their feet. Western boxers, however, 
are encouraged to stay on their toes and step sideways 
if necessary, using hooks to hit opponents from beside 
and behind. Who is “right?” Both. Boxing is applied 
primarily in rings, where there is space to sidestep. 
Wing chun was developed for fighting in narrow alley- 
ways, and on boats three feet wide. Chances were, if a 
wing chun practitioner took a side-step, he'd be in the 
water or pinned against a wall. 

Martial arts often focus on one particular aspect — 
hand strikes, kicks, or wrestling. This usually arises 
because of the circumstances under which the art was 
designed. Jujitsu, for example, was created for samurai 
to fight other armored samurai who were well-protect- 
ed against punches and kicks. However, throws, joint 
locks, and other grappling maneuvers still worked fine. 
Obviously, punches and kicks are not always ineffec- 
tive. However, this specific circumstance has now 
turned into an entire school of fighting which believes 
that grappling is the most effective fighting technique. 

Over-relying on a martial art’s favored moves is 
especially dangerous when the martial art has turned 
into a sport. Judo and Greco-Roman wrestling are for- 
mer fighting styles from which the deadliest tech- 
niques were removed to make for matches that didn’t 
break murder laws. They can be reverse-engineered to 
become effective fighting styles with a little effort and 
some understanding of their principles, but learning 
them is not the same as knowing how to fight. 


Myth 2: Self-defense is the same 
thing as fighting. 

Self-defense is keeping yourself alive. This is not 
knowing how to fight or even being able to run very 
fast — it is recognizing all the factors that can threat- 
en your life and negating them. That covers every- 
thing from locking your doors at night to blocking a 
punch. The key to successfully defending yourself is 
being aware of a potential threat and responding. 

Rolemaster and Shadowrun’s game systems have it 


right — barring super powers, all the fighting skills in 
the world won't help if you get blind-sided by someone 
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with a brick. A_ large 
aspect of self-defense is, 
therefore, noticing the 
guy lurking in the 
shadows before he 
gives your character an 
impromptu lobotomy. 
Once you know he’s 
there you can run, tell your 
friends, get to a public place, and so 
on, avoiding fighting at all. Even if 
you choose to fight, it is a major advantage to 
control when and where “the fight starts;” that is, 
when both combatants are acting at once. If the fight 
starts after the attacker knocks the victim down, pins 
her, and draws a knife, and only then does the victim 
start struggling, it’s vastly different than two people 
agreeing to “put up their dukes.” 

Often in roleplaying games this sort of awareness is 
ignored. Players figure that GMs will ask for a 
Perception test if there’s an ambush planned, and if 
not, that it was unavoidable. It can make for more 
realistic games, however, if character awareness coin- 
cides with player awareness. Don’t wait to be told 
about the light glinting off the assassin’s rifle on the 
roof above you — if you think someone wants to kill 
you, tell the GM that you're watching the rooftops, 
and the alleys, and the guy from the bar who left right 
after you. Ask how many potential opponents there 
are... before the GM tells you to roll initiative. Keep 
an eye out for any six-packs of young men in leather 
whose “turf” you might be on. Ask yourself if you can 
beat the opponents before you get in the fight, rather 
than trying it for a few rounds and then realizing you 
were supposed to run away. Think of ways to avoid the 
fight if you can. And have a back-up plan ready — just 
because your first punch doesn’t work, doesn’t mean 
you can’t splash beer in their eyes and run while 
they’re blinded. 

Awareness shouldn’t drop once you start swing- 
ing/rolling dice. It’s pretty easy to “beat the crap out of 
someone” if you have a mind to. The difficult thing is 
beating the crap out of someone while they’re trying to 
do the same to you and walking away afterwards. So 
use everything you've got, especially your friends. One 
advantage RPGs have is that you're rarely going to be 
attacked alone. If the whole party pays attention to 
each others’ actions, you can use teamwork to increase 
everyone's chances. 

All too often both players and rulebooks forget 
about other aspects of self-defense to concentrate sole- 
ly on trading blows. To make combat more interesting 
and more vivid, take a holistic approach to self 
defense — look for potential conflicts 
before they start and find creative 
ways out of it 

once punches 
start flying. 
Combat 


The Hits and Myths 


should be fun for both GMs and players, an opportu- 
nity for both roleplaying and team building. 


Myth 3: Martial arts can make 
you unbeatable. 


Barring divine assistance, this is a heap of warm 
dreck. Martial arts training helps a person learn the 
techniques to survive all types of fights, from slugfests 
to shoot-outs, but they don’t make either situation less 
dangerous. 

The reason this is such phlegm is because nobody 
is invulnerable. No matter how hot your character is, 
she will run into someone who is better than she is at 
one or more of the seven major ways of winning a 
fight. 

. Each way gets hyped in its turn, but each is only a 
part of the whole. For instance, you may be so kill- 
crazy that you think nothing will stop you, but your 
opponent might have that same berserk rage. That 
takes away your advantage, leaving it up to pure 
chance — not something you want to stake your char- 
acter’s life on. Sometimes one will be the obvious 
deciding factor, but more often it is a combination of 
all of the following: 


Intent 

You see this in a lot of (pseudo-)Japanese media, 
The “body of a rock,” tameshi, or “killer instinct” is a 
serious part of fighting. lf your opponent folds when 
hit once, you just have to get in that one hit. 
Conversely, if you can take your attacker’s first punch 
without flinching, he may lose heart. Fear and indeci- 
sion are a fighter’s worst enemy. They make you freeze, 
and keep you from starting, controlling, or ending the 
fight. 


Strength 


Big and strong people have a serious advantage — 
if they don’t know what else to do, they can shove the 
other person around. They hit harder. It’s harder to pin 
them down. However, relying on strength doesn’t 
work as a general strategy; if you run into someone 
larger, you are out of luck. In a role-playing game, 
there is always someone stronger than you; even if 
you're the strongest human in the world, an above- 
average giant can still knock you into next week. 
Superior numbers can be matched by an even larger 
group... unless you are sure you can always choose 
fights with weaker opponents, also known as being a 
bully. Most players would opt to make their character 
a little less morally vile. 


Speed 

As many game systems recognize, getting hurt 
slows people down. This means that if you are fast 
enough to get in the initial strike, your opponent will 
keep degenerating, making the fight pretty one-sided. 
...Just as important as getting in the initial blow, how- 
ever, is keeping up a continuous stream of attacks, 
leaving the opponent too bewildered to do anything 
but dodge. 


Endurance 

Fighting is tiring, nervous work, and staying “on” 
requires energy. Adrenaline shock from the fight-or- 
flight reflex can set in halfway through, turning your 
muscles to water. Strange as it may seem, people forget 
to breathe while fighting, and tired people make mis- 
takes. Martial arts training helps increase endurance 
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through cardiovascular exercise and body toughening. 
Again, this is not something to rely on if you're trying 
to out-box an iron golem, or if you are outnumbered. 


Technique 


This is the actual skill of hitting someone just right. 
It’s one thing to know where the pressure points on 
the body are. It’s another to nail them on a moving 
opponent who is trying the same on you, or to remem- 
ber how to hold your hand after you just got smacked 
and are lashing out. This can make the difference 
between blocking an incoming broadsword shot with 
your own, and getting it knocked out of your hands. 


Surprise 

Surprise is the art of changing into something the 
opponent doesn’t know how to handle. Even some stu- 
pid and outrageous moves can work — if the opponent 
hasn’t seen them before. Do you expect a guy carrying 
his T-shirt at the beach to suddenly ram it into your 
stomach, before you realize there’s a knife inside? Do 
you expect your opponents to scream “Where are the 
snake people?” while they’re getting in range? Lie 
down? Cartwheel as they attack you? Have the juice 
from hot peppers on their fingers! Give you a business 
card with very faint writing, so you take your eyes off 
of them as you strain to read it? These uses of surprise 
can mean that speed is much less of a factor, as the 
brain tries to process something unrelated to fighting 
and is only clued in when it’s too late. 

Surprise is a subject that both players and GMs 
should consider honestly. There is no dice system that 
will handle surprise fairly, 
and being told “you're 
surprised” when you 
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can see vio- 
lence coming 
(in and out of 
character) is 

a lousy feel- 

ing, as is 
someone arguing 
that her character 
“would have expect- 
ed it” when she is 
obviously stunned. 


Making Them Play Your 
Game 


This is the most variable way of beating someone, 
and where the real “art” in “martial art” comes in. The 
easiest way to sum it up is going around an opponent 
rather than through them. This means timing, inge- 
nuity, knowing the opponent’s strengths and weak- 
nesses, and capitalizing on them. If you're up against 
someone bigger and tougher than you, or if they out- 
number you five to one, don’t just stand there and 
trade shot for shot. They can rely on that — you can’t. 
You are playing their game, making it a fight of attri- 
tion. That’s how they win, and if you don’t see it hap- 
pening, you have a problem. 

Often, the real point of an RPG fight is not to kill 
every single lackey or critter that comes at you, but 
rather to defeat the entire situation by reaching your 
goal. GMs can use minor combats to waste the party’s 
primary weapons, so they’re out of spells when facing 
down the pit fiend in its own dimension. If you like 
your character, your main focus is not getting her 
killed. In order to do that, you have to recognize your 
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attackers’ strengths and weaknesses in each of these 
areas, and negate them. 

Weapons give the wielder a great advantage, mul- 
tiplying the force a combatant can dish out. But they 
don’t make people unbeatable. There’s always a way to 
change the rules of the game so the opponent's 
weapon doesn’t work. A heavy machine gun won't fire 
if someone telekinetically flicks on the safety. The 
Death Star’s superlaser can’t hit an X-Wing worth 
beans. Weapons do not replace thinking. 

The danger comes when people think that merely 
knowing a martial art can negate an attacker’s 
weapons. Martial arts don’t make you bulletproof, nor 
are they more effective than guns. If so, nobody would 
have invented guns. To make sure the attacker plays 
your game, you need to know your own potential, 
since you won’t always know what they can do. For 
instance, it is possible to react so quickly to small cues 

that you can get out of the path of 

the bullet before the gun goes 

off... however, it’s ungodly scary, 
difficult, and you’d better know if 
you can do it before you try. 

This force multiplier 

principle works in hand- 
S to-hand fighting as well. 

The trick is timing, figur- 
ing out the opponent's effec- 
tive range, and staying inside or 
outside it. For instance, kicks 
hurt a great deal if delivered 
right. However, if you're nose to 
nose with someone and continuously 
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follow them as they backpedal, that kick may never 
get off the ground. Similarly, it’s obvious that a normal 
person can’t block a speeding baseball bat with their 
forearm. However, if they get inside its reach before it 
gets up to speed, they can block a pair of moving hands 
just fine. 

There are several techniques specifically taught in 
martial arts to change ranges, keeping the opponent 
where the practitioner is most comfortable. A t’ai chi 
shove is meant to keep an opponent off you, while a 
wing chun “entry” — a quick skip forward with a knee 
covering the midsection and hands out — gets in the 
opponent's face to both close distance and get a reac- 
tion. Neither is an attack, but can be combined with 
other factors to make them deadly. 

One last variable, which neither combatant can 
control, is the environment. However, this doesn’t 
mean you can’t use it. Horatius and his buddies held 
off an army because they chose to fight on a narrow 
bridge, where the entire army could only send forth 
three men at once. Chris once was in an AD&D com- 
bat in a flying castle where the prime villain’s first 
action was to throw up an anti-magic shell so the 
spellcasters couldn’t touch him. His character disinte- 
grated the floor under the bad guy, and he went for a 
long drop. These are examples of letting the terrain do 
the fighting for you. Environment also includes all the 
other uncontrollables — who's uphill, downwind, 
well-lit, who caught a cold the night before, and who's 
standing in front of the plate glass window. It includes 
“critical fumbles” and everything else that can affect 
you. 

You can adapt this to RPGs by simply describing 
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your characters’ actions vividly and thinking about 
what all the combatants want and expect to have hap- 
pen in a violent situation. If the GM is roleplaying, 
too, you can get a much better feel for the fight scene. 


Myth 4: There's no difference 
between ‘fighting’ or “kicking 
butt’ and killing or maiming 
people. 


So you have a character with a katana skill higher 
than Musashi’s, a shiny new katana, and when the 
Gang Member™ hassles you, you behead him and go 
back to your drink, just like Ben Kenobi in Star Wars, 
right! Not likely. 

Let’s look at that famous fight scene from start to 
finish. Old Ben was in “a wretched hive of scum and 
villainy,” where criminals with death sentences hung 
out and got drunk. Even so, he tried to buy the jerks a 
drink and defuse the situation first. Luke obviously 
didn’t get the hint to move to the other side of the bar, 
and Ben had to deal with the result. On top of that, 
one pulled a blaster gun, incriminating himself by 
making the first move a potentially lethal one. Thus, 
the other patrons saw Ben as justified. And still, the 
cops (stormtroopers) came to investigate. Ben got out 
of there before he got jailed or shot for resisting arrest; 
but it was close. 

Rarely, in RPGs, do people notice all these factors. 
More likely, characters assume any “attack,” 
even verbal, is meant lethally and 
respond immediately 
in kind. This is just 
wrong. There 
are several 
degrees of intent 
in opponents, 
depending on 
what they want. 
Standard “punks 
who come up to 
you in a bar” are often try- 
ing to establish domi- 
nance, and want to see you dance 
to their tune, flee in fear, or otherwise knuckle under. 
These fights are usually over women, money, or their 
ego and reputation. On the other hand, revenge-seek- 
ers, mobsters, or the military — that is, killers — will 
make the fight a personal war for as long as it lasts. 

When people miscalculate the intention of their 
opponents, a lot of people end up shocked or dead. A 
tough is often pressured by his friends to fight, or sees 
fighting as a legitimate way to establish dominance so 
no one else will try to beat him up or kill him. If you 
up the stakes in a way that wins his respect, he backs 
off. But if you up the stakes in a way that scares him, 
or tarnishes his rep, he has to get it back, which often 
means coming back with friends or a gun to go after 
the offender “for real.” Ben Kenobi avoided this by 
both leaving the planet and leaving no survivors. 

The brief talk, threat display or “interview” that 
often happens just before a fight is where you can win 
the opponent's respect, establish yourself as a threat, or 
both. This, too, is an aspect of self-defense. When the 
intent is clear (which rarely happens, especially when 
waving weapons), the combatants can respect one 
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another, 
meaning 
either no 
fight at all, 
or a “friendly 
fight.” This is part 
of the rhetoric you 
see ina lot of mil- 
itaristic fiction about 
honor. Honor is a quick way of saying 
“both of us agree not to make this any 
worse than necessary.” 


Myth 3: Fights last ten minutes 
or more, at which time the hero Bi; 
can make an impressive come- ) , F 


WI l _— b odd Most ruling © 
1en two people really want to hurt each other, 
classes banned _ 


the conflict is usually resolved in three to five seconds. 










There are usually moments of posturing beforehand, f war 
jockeying for position, and sometimes mouthing off, 
but actual strikes take nearly no time. The authors of [‘ Zann as 


this article can throw about five punches a second that 
could seriously rattle someone — and, in truth, that 
technique is not hard to learn. The current world 
record for speed punching is 8.2 a second (held by 
William Cheung), but open-hand strikes can be 
thrown even faster. This assumes a stationary target 
that isn’t knocked off its feet and backpedaling in 
pain. 

Wrestling is another story. When 
two people lock up and start push- 
ing each other around rather than 
striking, not a lot of real damage is 
done unless a combatant gets 
pitched onto a hard surface or 
someone tries a joint break. They 
may pin one another down, but 
are too close to do much but bite or 

start tearing at eyes and ears 

(“dirty fighting”). When a grap- 
pling stylist gloms onto another fighter, her pri- 
mary concern is not letting go, which (usually) keeps 
her from getting hurt. Then she takes her time (some- 
times as long as a half an hour) isolating a part of the 
opponent's body to put in extreme pain. 

In either case, comebacks are rare, unless the beat- 
en participant isn’t badly hurt. Pain makes the brain 
freeze up, which often means people forget to use actu- 
al skill. 


Myth 6: A fight only concerns the 
combatants. 


Ironically enough, while the authors of this article 
were playing an Earthdawn session to take a break from 
writing, a fight broke out ten feet away from us 
between two drunk individuals, and the table we were 
rolling dice on was up-ended to be used as a weapon. 
We didn’t know the people and we weren’t involved in 
their fight, but they still managed to ruin our night, 
and piss us off enough to call security on them. Every 
single unnamed character will have a reaction to a 
nearby combat, if only running for help. 

Defeated opponents are obviously potential 





for anyone 
themselves, 
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threats, 
but dead defeated 
opponents are 
not the end of the story, 
either. What’s the number one moti- 

vation in a martial arts movie? Revenge for 
someone slain! So what happens when your characters 
are doing the slaying? Every person they waste has had 
parents, and probably has living relatives, friends, and 
maybe lovers. They may not all be butt-kickers them- 
selves, but if they're determined, they can find some- 
one who is — the cops, the mob, “adventurers,” or the 
local military. 

NPCs also have “awareness” which lets them rec- 
ognize potential trouble — like adventuring groups — 
before it starts. After watching a few fights in a 
medieval setting, many people will realize that anyone 
who can reach you with a sharp weapon without you 
noticing can probably give you a mortal wound in 
under a second. Legal consequences aside, that’s a very 
short time between alive and dead. So in most sword 
and sorcery settings, people are going to be very ner- 
vous if six armored strangers with swords and daggers 
walk into their local drinking hole. They’re going to 
want more than words to guarantee those swords 
will not kill people they care about — a 
“peace-bond” tie, a “no weapons” policy 
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enforced by the bouncer, similar weapons, or at least 
distance and clutter to give them some warning time. 
This is, of course, a nice way for the GM to down- 
power mighty player characters to provide some drama 
in the next fight. 


Myth 7: Martial artists don’t 
need or use weapons. 


This myth is promoted mostly by more sport- and 
tournament-oriented martial arts common in the 
United States, and by Hollywood, which realizes 
they’re a lot more dangerous to work with on a movie 
set. Weapons also mean the hero can’t get really 
pounded on and make a dramatic comeback — doing 
so convincingly is difficult if you have a sword sticking 
out of your gut. 

Most martial arts developed as a way to give an 
oppressed people an edge against the ruling class. Most 
such ruling classes banned weapons of war (such as 
swords) for anyone except themselves, their armies, 
and their political allies. This led to the perfection of 
bare-hand techniques and the use of a great deal of 
improvised weaponry among martial artists. 

For instance, when the Spanish conquered the 
Philippines, they banned the natives from using their 
swords, kris knives, and other obvious weapons. 
However, they certainly couldn’t prevent rattan trees 
from growing in the wild. The local fighters soon dis- 
covered that ninety percent of sword techniques also 
worked for beating people with a rattan stick. Many of 
their Spanish conquerors didn’t think that natives car- 
rying sticks were a serious threat. This gave rise to the 
modern arnis de mano, also called kali or escrima. It is 
a martial art that starts off teaching how to 
fight with one or two rattan sticks, and 
then extrapolates it to machetes, 
short knives, and bare hands. The 

United States Army currently 

ranks arnis as the number one 
deadliest martial art in the world, 
and incorporates many of its 
movements in its hand-to-hand 
knife combat for SEAL teams 
and other Special Forces. By the 
way, learning how to fight with 
two weapons is not all that difti- 
cult, or uncommon, in martial 
arts. 

Similarly, when Okinawa 
was conquered by the Japanese, 
many of its boxing masters tried 

to make improvised weapons 
of wood, since metal was 
expensive and in some cases 
even knives were banned by 
the ruling Satsuma clan. 
The result was weapons 

made from farm and fish- 
ing implements; a mill 
handle (the tonfa, later 
adapted for U.S. police 
as a “nightstick”), a 
grain-threshing flail 
(nunchaku), a six- 
foot staff (bo), 


paired sickles 
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(kama), and a fork used to impale poultry (sai). There 
are some more obscure weapons that include “steel 
knuckles” made from a horse stirrup (techo), an oar 
(eku), and a sai-like spear (nunte), among many others. 
Note that these are Okinawan weapons, some taken 
from Chinese progenitors, so the next time you see 
Japanese “ninja” using them in movies, sigh a bic. 
The idea that a martial artist is somehow deadlier 
without weapons doesn’t work. All the training and 
focus that let someone break the horn off a bull with a 
hard chop means that same person can really mess you 
up if they’re given an extra pound of steel in their 
hand. Weapons have no nerves. If you stick the 
weapon in the way of a powerful kick, it’s not an even 
trade. The leg loses. It gets much uglier when a sharp 
implement is used. A good knife fighter can hang back 
and slice up your limbs with quick, light cuts, and then 
wait while you bleed yourself dry. You have to end the 
fight by taking her out in one decisive movement — 
which means she can wait for the rush and go for your 
heart. It’s nasty, it's not fair, and it’s awfully effective. 
Why do you see so many unarmed heroes in the 
movies snatch weapons away from their opponents’ 
Besides taking it with a grain of salt because they have 
the script on their side, watch their movements care- 
fully. After some flashy weapon twirling, both actors 
rush in to where our hero can grab the handle or hit 
the bad guy, who of course falls down after one stroke. 


Myth 8: You can mash someone's 
nose bones into their brain and 
kill them with a single mighty 
palm strike. 


This would require some serious “mighty” or super- 
natural help. It’s theoretically possible to pull this off, 
but it’s quite a trick. First of all, the nose is mostly car- 
tilage, not bone. Cartilage is reasonably squishy, so if 
you were to get it moving as a solid piece, you’d have 
to hit faster than the cartilage could compress (pretty 
darn fast). At that point, you’d have to break off bits 
of the bony septum just above it, and knock them 
through two little holes in the skull (veins and nasal 
passages) and into their frontal lobes. The frontal 
lobes, of course, control mostly higher thought 
processes. You can blow off the front of your face and 
frontal lobes with a shotgun under your chin, and still 
not die for a few minutes. If you want the fun stuff that 
shuts off heart functioning, you’d do a lot better to 
take out the back of the head, around the base of the 


skull. 


Myth 9: All martial arts look like 
Tae Kwon Do. 


Not by a long shot. TKD is probably the most pop- 
ular martial art in America, followed closely by 
Shotokan karate, and quite honestly, lots and lots of 
gamers have taken one or the other. (The most popu- 
lar martial art in the world, actually, is t’ai chi — most- 
ly because millions of Chinese practice it.) Tae kwon 
do uses lots of kicks, emphasizes flexibility, and stress- 
es fighting at relatively long ranges, standing up, with 
a lot of room. Its punches are horizontal, and hit with 
the first two knuckles. Practitioners wear a gi, and a 
colored belt indicating their rank. It’s not unusual to 
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spin around and kick someone in 
the head — as a matter of fact, 
this is encouraged in tae kwon 
do tournaments, which often 
give two points for hitting the 
head, allow no direct punch- 
ing to the face, and don’t 
count blows to the back. Fighting 
under these rules in real life, 
however, often falls into that 
“playing the opponent’s game” cate- 
gory mentioned above. 

By comparison, jujitsu, aikido, and judo 
practitioners don’t train to actually punch often — 
the emphasis is far more on grabbing the opponent, 
breaking their balance, and dumping them or immobi- 
lizing them in a painful lock. Practitioners either wear 
a heavy, quilted gi that can take the stress of a human 
body being picked up and thrown many times a day, or 
high-ranking practitioners wear a black skirt called a 
hakama in jujitsu and aikido. This skirt, by the way, 
hides their footwork. 

Taijutsu, the unarmed combat style of the ninja, 
deserves its own special mention. It combines kicks 
and punches with the locks and throws of jujitsu, but 
is not the stuff you see in the Teenage Mutant Ninja 
Turtles movies. Though ninja clans definitely empha- 
sized gymnastics as a part of their harsh training, and 
they do have some neat moves to roll out of locks and 
spin people over, they really didn’t believe in a stand- 
up fight. They needed martial techniques to take out 
sentries, pin people down and suffocate them in their 
beds, and to fight off one or two folks before they could 
get to their weapons and get the heck out. If they were 
going to run into armored samurai who trained eight 
hours a day in cutting people up, they were going to 
lose. Their favored kick is a stomping sort to the hips 
or knees to knock someone down so the ninja would- 
n’t be chased. Lots of their hand techniques include 
shots to the throat, eyes, and pressure points for the 
same reason. 

Though karate styles may resemble tae kwon do 
superficially, there are differences. The Japanese- 
grown Shotokan karate and its offshoot Kyokushinkai 
karate are probably closest, though they emphasize 
lower stances and sliding the feet rather than stepping. 
The majority of karate styles, by the way, are not 
Japanese, but Okinawan. Most of the Okinawan 
schools use about 70% hand techniques and 30% foot 
techniques, have very low and sometimes pigeon-toed 
stances, and work with weapons. These styles include 
the two most popular ones of shorin-ryu and goju- 
ryu, as well as their synthesis, isshin-ryu (rec- 
ognizable by its consistently vertical fists 
when punching), and uechi-ryu 
and shorei-ryu. 

In China, the one 
thousand or more 



























































































































kung fu styles should be divided into northern and 
southern styles, and a few progenitors. They tend to 
have a great variety of techniques, including 
some “esoteric” stuff that is meant 
to rip pieces (like ears) off the 
opponent or blind them, and 
dozens of different 
ways to hold your 
hand rather than a 
fist. Kung fu styles 
often wear sashes rather 
than belts, and black 
sashes may or may not 
indicate high rank. 
Northern styles tend to be “hard,” use 
a lot of long stances and dozens of weapons, take up a 
good deal of room, and toughen the body through lots 
of painful work. However, there are so many styles it is 
hard to generalize. Certainly Chang Chuan, Hsing-l, 
and White Crane fit these stereotypes. However, 
Monkey style, the circular Ba Gua (or “Pa Kwa”), and 
T’ai Ch’i are comparatively soft martial arts with fewer 
battlefield weapons involved. 
Southern styles are stereotyped as having more 
hand techniques, and Southern Praying Mantis, Wing 
Chun, and White Eyebrow certainly emphasize very 
in-close, frenetic flurries of fists, palms, and fingers. 
Choy Li Fut and Hung Gar, though Southern, resem- 
ble Northern ones slightly more. 
As an aside, the kung fu style of kempo and its 
somewhat-related American version of karate, kenpo, 
resemble most closely a mixture of Okinawan and 
southern Chinese styles. Arnis de mano was heavily 
influenced by wing chun kung fu, but it moves the 
body much more, ducking and clearing long distances 
with total commitment, as well as teaching weapons 
before hands. 
These differences may be reflected in RPGs by 
allowing martial arts practitioners to receive a small 
bonus to their emphasized techniques and preferred 
terrain, and a small penalty to those rarely covered by 
their system. 


Myth 10: A style is a style. 


Politics enters into martial arts all the time, and 
not just in inter-school competition. Two common 
events can divide a style — when the grand master 
dies, and when someone travels or blends it with 
something else. 

When a grand master dies, the succession is not 
always clear. For example, take the goju-ryu school of 
karate. After its founder Chojun Miyagi died, there 
were at least four people who were convinced they 
were the next master of goju-ryu. 
Japanese goju-ryu formed under Gogen 
Yamaguchi, as well as two or more vari- 
eties of Okinawan goju-ryu (Shodokan 
under Higa Seikichi, and Jundokan 
under Eiichi Miyazato) a third 
which concentrated on 
weapons (Mateyoshi Shimpo’s 
Kodokan), and a sub-style called 
American goju-ryu developed for 
United States karateka by Peter 
Urban, which of course has its own 
divisions. Our data gets sketchy 
around here, because the majority of 
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martial arts history is transmitted orally by people 
learning the style. But it’s clear that which school is 
the “real” goju-ryu is pretty subjective. 

Certain instructors in kung fu historically settled 
this question by fighting over the successorship. In 
wing chun kung fu, there are several legends of “mod- 
ified” spin-offs in which the sifu taught out-of-favor 
students flawed movements so that they would get 
beaten by other students after his death, and it would 
be obvious who the master trusted in life. The debate 
over the wing chun grand mastership still goes on 
today, though fortunately those claiming the title have 
the sense not to fight one another. The most common 
changes today are simply modifying the classical forms 
in a subtle manner so that an instructor can tell at a 
glance where the student learned their art. 

For role-playing games, this is a great excuse to not 
only make histories of the characters’ fighting styles, 
but to base plots off the shifts in loyalties, and who 
knows the hidden techniques. 

With these myths exploded, hopefully you can take 
a fresh look — and a serious look — at martial arts and 
combat. Learning these lessons somewhere more 
lethal than on a page or in a training hall is not some- 
thing you want to do. 

If you're interested in learning more about “real- 
life” fighting, refer to the reading list below. Most of 
them can be found in martial arts supply stores. For 
your games, however, this article is just a guideline. 
After all, in role-playing games, myths can come true 
— if they're entertaining enough. 


Recommended Reading: 

— FistStickKnifeGun by Geoffrey Canada 

— The Martial Arts Sourcebook by Dan Corcoran 

— The Complete Guide to Kung Fu Fighting Styles by 
Jane Hallander 

— Ambushes, Cheap Shots, and Other Lessons and 
Violence, Blunders, and Fractured Jaws by Marc 
“Animal” Mac Young 

— Defend Yourself! Every Woman's Guide to 
Defending Her Life by Matt ThomasThe Karate Dojo by 
Peter Urban 

— The FBI Uniform Crime Report in the public 


records section of your library. @& 
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Married a Boomer” is an adventure for one to four 

beginning level characters. While written for 

Bubblegum Crisis: the Role-playing Game, the adven- 
ture can be easily modified for other cyberpunk or con- 
spiracy-oriented games. If the campaign is taking place 
in the Bubblegum Crash campaign world (where groups 
of armored vigilantes exist, rather than just the singu- 
lar Knight Sabers) the Genom thugs may need to be 
upgraded to combat boomers. 

There are many different backgrounds that the PCs 
could have. A common pretense for player characters 
is as freelance ne’er-do-wells like corporate spies, pri- 
vate detectives, or high-tech vigilantes. These will fit 
in smoothly. Modify the first scene as necessary to 
involve the players in the adventure. 

The client of the PCs is Tatsuo Mitsama, 
Undersecretary of Commerce for the Neo-NATO gov- 
ernment. Mitsama is living in MegaTokyo and is seek- 
ing some streetsmart individuals for a little, discreet 
investigation. He is beginning to fear his new bride, 
Katya, may be having an affair behind his back. He 
doesn’t want to believe this, and is frankly hoping that 
the PCs will find nothing and assuage his fears. 

In the second scene, the PCs begin their surveil- 
lance of Mrs. Mitsama, which leads them to an under- 
ground subway station. There, the PCs find their jobs 
complicated by a little random gang violence or worse, 
by Katya’s secret “bodyguards.” 

In the third scene, the PCs find themselves led to 
a mega-mall of the near future. Amidst this backdrop 
of ultra-consumerism the PCs discover two major 
secrets: Katya is actually a Boomer, and that another 
Boomer is posing as a powerful member of the Diet 
(the Japanese parliament). 

What happens next is really up to the players and 
the GM. This could be the kick-off point for a con- 
spiracy-based campaign as the players attempt to 
unravel how invasive Genom’s control of the govern- 
ment actually is. For each scene there will be a ‘Special 
Effects’ section, which suggests ways that the GM can 
inject background color and action sequences that 
would eat up the “special effects” budget 


Scene One: Your Cheating 
Heart... 


The players are approached by certain contacts 
about a potential client wishing to hire them for work 
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of a personal nature. As mentioned previously, the 
means by which this occurs varies by character con- 
cept. This contact may be an shadowy informant, an 
old college roommate working for Neo-NATO under 
Mitsama, or even Sylvia Stingray, in a cameo appear- 
ance. To a journalist, Mitsama might be willing to 
trade some investigative legwork for the inside track 
on future stories (this particular story, of course, would 
have to be muffled). If the PCs are AD Police mem- 
bers, their superior officer may request they take on a 
clandestine assignment for a friend (Mitsama) in the 
government. Mitsama will favor having more than 
one operative working on this assignment This could 
be the impetus by which unconnected PCs are brought 
together for the campaign. 

In any case, the PCs are told to meet their client at 
the Garden Orchid, an expensive lounge featuring 
upscale cuisine and live musical entertainment. This 
can be a way that musician characters can be intro- 
duced into the campaign (“Why if it isn’t Nick 
Danger! I haven’t seen you since that night in El 
Salvador when | was singing in the USO for the 
Marines! What are you doing here?”) 

Tatsuo Mitsama is a bespeckled, pudgy man who 
seems constantly nervous and sweaty. He is relying on 
his power and influence insure a private back corner at 
the Golden Orchid vie he can meet privately with 
the PCs. He will explain his dilemma once they all 
arrive. Six months ago he met Katya Roshyenko, an 
artist of no great renown at a party following a perfor- 
mance art piece by some Warhol-esque celebrity. It 
was literally love at first sight. Mitsama was thrilled to 
find a person who shared so many similar interests and 
seemed the perfect companion. Four months and one 
whirlwind romance later, they were married. Now, two 
months into the marriage, Mitsama is beginning to 
worry. Katya often seems distant and takes long trips 
into the city without him, offering only the shallowest 
of excuses. The insecure Mitsama fears she may be 
having an affair and wants to make sure so he may 
avoid public embarrassment. While being able to offer 
nothing concrete in terms of evidence, he has the 
sinking feeling that something is wrong. 

GM’s note: Mitsama’s fears are not unfounded. 
Katya has been using a combination of Tatsuo’s flaki- 
ness and her own hypnotic optics to keep him from 
suspecting that she is in fact a Sexaroid boomer. 


Mitsama will offer the PC’s anywhere from 500,000 
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to one million yen an hour ($50 to $100, sorry guys...) 
to seven million yen a day. Mitsama will not offer to 
subsidize equipment or travel expenses, saying that 
this is part of the expertise for which he is paying. He 
will also be reluctant to pay any of it in advance, 
although he may grudgingly negotiate to half of a one- 
day fee. This should depend on how under- or over- 
equipped the PCs are, as you don’t want to make later 
combat scenes too easy. If the PCs have hardsuits, 
don’t give them one single yen; they have more than 
enough to accomplish their mission. 


Special Effects 

The Golden Orchid is a lavish place located on the 
top floor of a skyscraper. Have the PCs ride a glass ele- 
vator to the top, looking out over the millions of lights 
of nighttime MegaTokyo. The lounge itself is covered 
with gold leaf, polished marble floors, and starry light- 
ing. The staff should consist of severe-looking men 
and attractive women. The entertainment could be a 
cameo appearance by rock superstar Vision. If the PCs 
check, the menu should be way out of the price range 
for most of them. 

At some point, roll some dice for effect and tell the 
most high-strung player of the group that he or she 
notices someone staring at their table (notes are good 
for this). When this unknown person catches the eye 
of the player character, have him stand up and walk 
off. If the player takes the bait and tries to follow, the 
stranger will disappear around a corner or into a crowd 
without a trace. This has no real bearing on the story, 
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but livens up a possibly boring exposition scene. 


Scene Two: Sixty Seconds 
Under MegaTokyo 


The PCs will probably start surveillance on 
Mitsama’s house, a three floor brownstone in one of 
the nicer neighborhoods in MegaTokyo. The GM 
should encourage some inventiveness on the part of 
the players as to how they plan to spy upon Katya. 
They will not have to wait long at the house though, 
because shortly after the PCs arrive, she will leave the 
house. If the PCs have a vehicle (or if the GM is feel- 
ing particularly mean) she'll get on a bus; if not, she'll 
go by foot to the nearest underground subway termi- 
nal. What happens next is up to the GM. 

To speed the scene along, have Katya travel to her 
destination without incident. To liven the scene up a 
bit, have a group of crazed gang members start a rum- 
ble in a crowded subway station (see “Street Gang 
Member” in the Cast of Characters section). The gang 
members will shove their way through the crowd, 
occasionally striking innocent bystanders and may 
threaten Katya or the PCs as well. Or, if the players are 
mishandling the task of surreptitiously following 
Katya, Genom goons assigned to watch over her may 
ambush them in a dark alcove of the subway station or 
in an empty subway car (see “Genom Thug” in the 
Cast of Characters section). 

Special Effects 

The subway station will be filled with people from 
all walks of life. Businessmen, wageslaves, street per- 
formers, and transients will be present in abundance. 
The subways can be anything from rattling, graffiti- 
covered antiques to high-tech magnetic monorails. 

The scene can be as hyperkinetic as you want it. 
Push people onto the tracks just as a train arrives. 
Climb on top of a moving subway car as it approaches 
a tunnel. Rough up innocent bystanders. Make the 
PCs chase after the subway that Katya has boarded. 


Scene Three: Secrets of the 
Ladies’ Dressing Room 


It’s important that the PCs never totally lose sight 
of Katya Mitsama. If they do, have one of them roll a 
Perception skill check to spot her off in the distance, 
heading towards the mega-mall. 

Katya will enter the large crowds, and following her 
becomes very challenging. Shortly, she will enter 
Marchalais department store and head for the women’s 
department. She will select a few items, and then 
enter the ladies dressing room. She will then stay in 
the dressing room for a long time. Have her remain 
there until the players decide to check up on her. 

If you have a female PC, this won't be too hard. If 
the group is all men, getting past the old woman (INT 
5, Awareness 5) working the dressing room desk could 
be challenging. If they fail to trick their way past her, 
she will call mall security to “stop those perverts trying 
to get in to the ladies’ dressing room” (see Cast of 
Characters for stats of Mall Security). 

Once a PC enters the dressing room, they will real- 
ize all the rooms are empty! One room still has Katya’s 
packages and the clothing she was supposed to be try- 
ing on. A Competent Perception roll will reveal a but- 
ton opening a sliding hidden door in the back of the 
booth. Behind the secret door is a dark hallway. Lights 
flickers behind a corner at the end of the hall; they are 


SHADIS FORTY 


An Adventure of Buggy Eyes and No Chins 


from a giant computer terminal, with multiple screens 
flashing different images. Seated on a chair in front of 
the terminal facing the PCs is Katya, the back of her 
head exposed to reveal cables running to the terminal. 
Her eyes glow dimly red. 

Katya is currently dormant (yet not totally 
unaware... but the PCs shouldn’t be able to tell that). 
The PCs should be able to approach and examine her 
and the terminal she’s plugged in to. It should be very 
obvious that she is a boomer, albeit a very realistic 
looking one (actually, she’s a modified BU-335 
Sexaroid, with boosted STR and 
MOV | stats. See Chast of 
Characters below). 

GM’s note: if you wish to use 
the campaign plot outlined in 
“Epilogue Three: The Lone 
Gunmen,” have the PCs notice on 
one of the screens a picture of 
Hiroku Nasaki, the Prime 
Minister's Chief of Staff, as a 
Boomer! The PCs may, with an 
Exceptional Hacking skill roll, 
locate the complete file and down- 
load it to disk (if you’re feeling 
nasty, ask them if they brought a blank disk along). 
Before they can peruse the file at length (or Katya and 
the computer if you’re not using Epilogue Three) pass 
one of the players the following note: “You see Katya 
blink... once.” | 

Katya then grabs one of the PCs, hurls him or her 
against the wall, and runs away. Katya will attempt to 
flee the mall, fighting the PC’s if necessary. Her tactic 
will be to hurl items such as mannequins, clothes 
racks, or baby carriages (with babies) at the PCs. She 
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“Honey, the 
worst thing 
happened to me 
at the mall 
today...” 


will also attempt to elude pursuit by using her boomer 
abilities, such as jumping off the second story mezza- 
nine to the float below. 

GM’s note: the PCs may, at some point, decide to 
pull out a gun and shoot Katya; which at only 30 SDP, 
would put her down fairly quickly. However, you 
should point out to the players that there are two 
problems with shooting Katya: if they miss, they will 
probably hit someone in the crowded mall; and the 
mall security will probably take a dim view of someone 
discharging a firearm in the mall, particularly at an 
attractive woman. 

If Katya manages to escape, go 
to Epilogue One. If she is destroyed 
at the mall, it will certainly help 
the PCs’ credibility with the police 
to have a boomer body on hand, 
but the evidence will begin to dis- 
appear, as seen in Epilogue Two. 


Special Effects 

This is another scene where the 
GM can make it as madcap and 
ever the top as he wants. Katya 
can, by dint of her superhuman 
abilities, cause a great deal of havoc within the mall. 
She can throw things, endanger innocent lives, leap 
around from floor to floor, etc.... Plus, if things seem 
particularly unbalanced in favor of the PCs, have her 
snag some hapless security guard and take his gun. 

The mall is packed end to end with small shops, 
and is full of people. The mall has three floors, with 
the top two just being walkways around the inside 
perimeter of shops. Large hanging art pieces fill the 
space on the inside, perfect for Katya or a flamboyant 
PC to swing around on. 











Epilogue One: Honey, I’m Home... 

If Katya escapes the players in the mall, and they 
choose to go back to Tatsuo Mitsama’s house or office 
to give him the bad news, use the following scene. 

As the players meet with Mitsama (preferably at 
his home, where it won’t draw attention), there will, 
of course, be a knock at the front door. If the PCs don’t 
open it, Katya — ripped up and possibly shot from the 
previous scene, will kick it down. She says, “Honey, 
the worst thing happened to me at the mall today,” 
and promptly attacks, possibly with a gun she may 
have picked up along the way. With her are two or 
three Genom goons (see notes below) to ensure that 
no one survives. This should be a desperate fight to the 
death, and one which Tatsuo may not survive. 

Presuming that Katya is destroyed in this scene, the 
PCs are left with some lingering questions: what infor- 
mation was Genom seeking when they planted a 
boomer on Tatsuo Mitsama? How many boomers are 
out there, posing as real people in places of power? (see 
Epilogue Three). Whatever the PCs’ actions at this 
point may be, go to Epilogue Two. 


Epilogue Two: the Vanishing Trail 

If the PCs go to the police or media with the story, 
but without the body of Katya as evidence, they will be 
scornfully ignored. The best the police will do is fill 
out a missing persons report an Katya. They will never 
believe that she is a boomer without solid evidence. 

If the PCs have the body, Genom officials will pro- 
duce documents (all fake) stating that prior to Tatsuo 
Mitsama’s wedding, he ordered a sexaroid with Katya’s 
specifications. Further, psychologists will come for- 
ward and state that Tatsuo Mitsama was being treated 
for mental illness, possibly delusional schizophrenia. 
Genom officials will suggest that Tatsuo, having been 
rejected by the real, living Katya, ordered the boomer 
version, replaced the real one with the boomer, and 
even went so far as marrying her. (These doctors are 
also lying; Tatsuo was merely seeking counseling for 
stress, but Genom got to them too.) 

The police will then arrest Tatsuo on suspicion of 
murder, and haul him away. The PCs will be let go, 
having been merely innocent dupes in this sick per- 
son's scheme. 

If the PCs investigate other leads, they will begin 
to run into more and more dead ends. The mall secu- 
rity videotape will have been “accidentally” erased. 
The dead body of a woman resembling Katya will turn 
up — decomposed to the point where she is unidenti- 
fiable, supporting Genom’s theory about Tatsuo’s 
motives. In short, the investigation will prove fruitless, 
with only the PCs knowing the truth. 


Epilogue Three: the Lone Gunmen 

If you want to use this adventure as the launching 
point for a conspiracy-oriented BGC campaign, have 
the PCs view the footage of a boomer resembling 
Hiroku Nasaki, the Prime Minister’s Chief of Staff. 
The PCs will be faced with the daunting task of prov- 
ing Masaki is a boomer against the combined power of 
Genom and the Japanese government (as dupes of the 
fake Nasaki). 

The theme of “Trust No One” can be hammered 
home when other acquaintances of the PCs are 
revealed as boomers. Ultimately, the PCs will be faced 
with stopping Genom’s master plan of world domina- 
tion: the complete enslavement of humanity with 
Genom-controlled boomers in positions of power 
around the world! 
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Appendix: Cast of Characters 
Tatsuo Mitsama, Undersecretary of 


Commerce 
INT: 6 PER: 3 
REF: 3 DEX: 3 
MOV: 5 STR: 4 
BOD: 3 CON: 3 
Hits: 20 Stun: 15 


Skills: Business +6, Education +4, Law +6 

Perks and Complications: Membership, Neo- 
NATO (7); Wealth (6); Airhead (-15) 

Description: a short, nervous Japanese man. 

Equipment: cellular phone, briefcase, gobs of cash. 


Katya Mitsama, modified BU-33S 
Sexaroid wife 


INT: 7 PER:7 
REF: 7 DEX: 7 
MOV: 10 STR: 9 
WIL: 7 TECH: 7 


Al Rating: 7 

Structure: 0.6K=30 SDP 

Skills: Athletics +5, Hand-to-Hand +6, 
Perception +4, Persuasion +7, Social +5, Artisan +2, 
Melee Weapons +4, Firearms +3 

Perks and Complications: Wealth (6); Contact, 
Genom goon squad (5) 

Subsystems: 

Mesmerizing Optics: roll Katya’s Will+Persuasion 
vs. Target’s Will+Concentration, with success on 
Katya’s part rendering the target either aroused or 
unconscious (depending on Katya’s preference). 

Completely maintenance-free organic systems with 
Beautiful appearance (as the talent) does not need to 
(indeed, cannot) rip out of human visage. Legendary 
difficulty to spot as a boomer. 

Description: an extremely beautiful woman of 
Russian descent with shoulder-length red hair. 


Mall or Subway Security Guard 


INT: 2 WIL: 4 
MOV: 5 REF: 5 
DEX: 4 STR: 4 
CON: 5 BOD: 5 
Hits: 25 Stun: 25 


Skills: Athletics +3, Melee +3, Firearms +3 

Perks and Complications: Member, Security (3) 

Equipment: Radio (10 km), PD 10 armored vest, 
Combat Handgun (4d6, 15 shots), nightstick (DC 5). 


Street Gang Member 
INT: 2 WIL: 2 
REF: 4 DEX: 5 
MOV: 5 STR: 6 
CON: 6 BOD: 6 
Hits: 30 Stun: 30 


Skills: Hand to Hand +4, Melee +4, Firearms +3, 
Athletics +3 

Equipment: knife (DC 3), chain (DC 4), sawed-off 
shotgun (6d6, 2 shots). 


Genom Thug 

INT: 4 WIL: 2 

REF: 6 DEX: 5 

MOV: 6 STR: 5 

CON: 6 BOD: 6 
Hits: 35 Stun: 30 


Skills: HtH +5, Firearms +5, Athletics +4 
Equipment: Mirrorshades, off-the-rack dark suits, 
combat handgun with no serial numbers (4d6). @ 
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Tethyr, Amn Erlkazar and beyond 


~~ 0 the south in Faerun lie the Lands of Intrigue, places of power, magic, and culture as seen nowhere 
Oeise in the Realms. You first glimpsed these lands in the Empires of the Sands adventure—now here 
e are 150 pages of details on the realms of Tethyr, Amn, Erlkazar, and beyond. 
; Haunt Tethyr, where wandering ghosts have terrorized since the fall of the Empire of Shoon. 
Gamble in Amn, whose lifeblood is the money gleaned in trade or plunder. And hear whispers of the 
Knights.of the Shield, the Shadow Thieves, and the undead sorcerers of the Twisted Rune. The south is 
jwmereke hime nave | waiting for you—at your Hee game, ie or hobby store. On Sale Now! 
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6 A CITY GENERATOR THAT CREATES CITY HISTORIES, LOCATIONS. ENCOUNTERS AND 3-D MAPS (INDOOR AND OUTDOOR). 


+ A CHARACTER GENERATOR THAT CONTAINS ALL OF THE ABILITIES AND POWERS FROM THE CORE BOOKS OF THE VAMPIRE: THE 
MASQUERADE LINE - AND THAT CAN CREATE CHARAGTER HISTORIES. 


+ A DOCUMENT GENERATOR FOR CREATING IN-GAME PROPS. 
+ A SCREEN SAVER THAT FEATURES THE ARTWORK OF TIMOTHY BRADSTREET. 


+ HYPERTEXT LINKS FOR EASY REFERENCE TO IMPORTANT TERMS, RULES AND POWERS. 


$ A WORD-FIND FEATURE THAT INSTANTLY LOCATES ANY WORD IN THE LANGUAGE. 
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So Greac Lor Your Characters 


often cavalier about sending player characters 
into the wilderness for months at a time. “Sure, 
no problem! We'll live off the land!” “No big deal, 
we'll just camp outside the village to save money.” 
Let’s get real, shall we? Living outdoors isn’t easy. 
That's why one of the primary needs of humanoids is 
shelter. Being outdoors 24 and 7 makes for a hard life. 
This article provides a little helpful information about 
the realities of camping to help add color to any game 
where the action requires a bit of “roughing it.” 


[Jom and GMs of fantasy roleplaying games are 


Lire on che Trait 


There are many basic activities that take place in 
daily life. Being outdoors doesn’t change that. Travel 
requires hiking or riding. Whatever rules you are using 
probably provide details about how many miles a 
group of characters can travel on foot or on horseback 
in a day, so 1 won't talk about that here. 


Foraging/Hunting 

But what about eating? Eating is pretty important, 
and eating regularly is high on most people's lists of 
things to do. Eating outdoors isn’t hard, so long as you 
have something to eat. Of course, having something to 
eat means carrying it, and food weighs a lot. 

Many characters will declare they “live off the 
land.” That's fine, so long as time is taken away from 
travel to compensate for all the berry-picking and rab- 
bit hunting necessary to keep a full belly while on the 
trail. If game is plentiful, an hour deduction is about 
right, but in areas where food is hard to find, it may 
take half a day or more to satisfy a group’s hunger crav- 
ings, leaving only half a day for actual travel. 

To simulate this with a formal rule, use a simple die 
roll to determine the number of miles of travel lost 
when foraging. If game and other food sources are 
plentiful, roll a d3. If food availability is average, roll a 
d4. If food is particularly scarce, roll a d6. Modifiers of 
plus or minus one each can be used to indicate weath- 
er, season, ot hunting skill effects on the search for sus- 
tenance. For example, a character with a hunting skill 
might modify the roll by -1, shortening the distance 
penalty for foraging. Bad weather might negate that 
advantage by adding +1: really awful weather might 
merit a +2 or +3. 
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Basic Survival 


Outdoors, comfortable means being warm and dry. 
Staying warm and dry when you are constantly 
exposed to the elements is quite a trick. Fire is the 
main tool people use, which requires reasonably dry 
wood. Experienced campers avoid towering bonfires 
because they are hungry beasts, and feeding them 
requires a lot of fuel. A small fire, about the size of a 
large plate (or even smaller) is all that’s really required 
to cook, dry clothing, and warm backsides. Specifying 
a wood-gathering quotient isn’t really necessary, unless 
the campers in question wish to ring themselves in fire 
or something else unusual. It’s just part of the chore of 
living outdoors: gathering wood is one of the daily 
activities that someone has to do if there’s to be a fire, 

After food and comfort, many characters will turn 
to various preparations they have to make in order to 
stay in practice or ready spells. Whether it’s praying or 
memorization, finding the time to “stay sharp” can be 
difficult, and most GMs probably agree that hiking or 
riding and, say, memorizing spells are mutually exclu- 
sive activities. 

This might also cause trouble from the perspective 
of chores: after all, if Venificus the Mage is always 
pouring over his books while Knobkerri the Dwarven 
Fighter collects wood, Knobkerri might eventually get 
a little upset. 

Staying sharp professionally takes time, and that 
time can’t be travel time. Even in today’s modern 
world of planes, trains, and automobiles, it would be 
impossible for a medical doctor to stay in practice if all 
he or she did was flit from city to city. It’s best to mod- 
ify various skills and saving throws for groups who 
neglect various aspects of their personal and/or profes- 
sional life. Parties who live damp and wet might be 
susceptible to nasty diseases. Lack of practice might 
translate into a negative modifier to attack rolls for 
those who rely on weapons for self-defense, while spell 
users might discover an alarming reduction in the 
number of spells they can easily use. GMs shouldn't hit 
any one character with too many penalties for living 
life rough: these modifiers should serve to remind the 
players that it can be uncomfortable to live outdoors 
for weeks at a time. 
















Camping: It’s No Picnic 
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Animals 


Another chore that groups of characters jaunting 
in the wilderness often have to deal with is animal 
care. Whether it be feeding and keeping in check the 
ferocious attack dogs purchased at the last village or 
grooming, watering, and finding good forage for hors- 
es or other mounts, taking care of animals takes time 
and effort. 

Protecting such animals from their wild brethren 
also requires planning and perhaps extra watchers at 
night: a dozen horses take up a lot of space, and while 
one person can watch an ordinary camp, it might take 
two to watch over a camp and a small herd of horses 
roped together some distance away, No special rule is 
needed to reflect these facts of life, but GMs who make 
their players aware of the situation shouldn’t hesitate 
to take advantage of any “slacking” on the character’s 
part. In order to promote the reality of the situation, 
GMs might consider applying a negative modifier to 











all skill rolls for characters who stay up at night guard- 
ing the camp. Or, more appropriately, the negative 
modifier could be applied only to those who have the 
watches most disruptive to sleep patterns: mid-way 
through the evening, perhaps, or maybe the watch 
right before the dawn watch. Interrupted sleep isn’t 
very restful! This can make for some interesting role- 
playing, too, as players suddenly find it worth their 
while to pay attention when night watches are 
assigned. 

These details of daily life outdoors should be inte- 
erated by players and GMs into wilderness adventures. 
Read on for more specific information about the effect 
of the various elements on those who travel and live 
outdoors for extended periods of time. 


Che Clemencs 


The four elements, Water, Earth, Air, and Fire, are 
commonly used to divide the natural world in fantasy 


SHADIS FORTY 


The Great Outdoors Really Ain’t 


settings. Of the four, the first, Water, is the most nec- 
essary and irritating for a traveller. 


Water 

We must drink it regularly, else we thirst. Yet if we 
drink water contaminated by bacteria or other 
unhealthy little bugs, we open ourselves to a world of 
unpleasant consequences. Finding sufficient clean 
water in should always be high on the list of things “to 
do” for wilderness travelers. It is difficult to carry more 
than a day’s worth of water, because water is very 
heavy. 

Unhealthy water can be caused by anything from a 
dead critter a kilometer or so upstream, dirtying what 
otherwise appears to be a perfectly clean mountain 
stream, to still water that harbors bowel-wrenching 
bugs because it doesn’t flow and cleanse itself. The 
effects of bad water can be felt immediately, but some- 
times it can take a month or more for serious side- 
effects to become obvious. Without going into detail, 
bad water can make a character sick. Imposing a sub- 
stantial negative modifier on skill rolls until the dis- 
ease passes is a good idea. 

Technically speaking, many of the effects of bad 
water are a “disease,” so healing magic would suffice to 
cure the condition. Even so, characters who are care- 
less about what they drink in the wild should eventu- 
ally pay the price. By the way, the trouble with water 
is why wine and other spirits are the preferred drink in 
medieval settings. And any healing magic that can 
purify water is very valuable: to avoid trouble, GMs 
might wish to mandate that as a common-sense mea- 
sure, travelers in the wilderness use such spells on a 
daily basis. 

That it slakes our thirst and is commonly available 
in most environments are good things about water. 
But the most powerful of elements also has a dark side. 
Anyone who has ever marched a mile in wet socks will 
agree with this statement! Morning dew, rain, fog, 
mist, damp ground, boggy ground, swamp, streams, 
rivers — these make things wet. Wet things are no 
fun. Wet cloth weighs as much as three times more 
than it should. Wet clothes don’t keep you as warm as 
dry clothes, and some types of wet cloth, particularly 
cotton, actually suck heat out of your body. Moisture 
and air together make metal rust. Buckles, clips, armor, 
weapons, everything and anything made of a ferrous 
metal is prone to rust. Gold, silver, platinum, and 
other precious metals, while they don’t rust, do tar- 
nish. Wet leather eventually rots, and when it dries is 
prone to stiffening and cracking. Water can make 
stored food inedible. Wet flour is no good, damp 
“dried” rations will quickly mildew, and soggy bread is, 
well, squishy. 

The general idea is that water not only destroys 
things but also makes life uncomfortable and even 
downright unhealthy. Travelers in the wilderness 
should always take great care to stay dry as much as 
possible, Water is the greatest incentive to find shelter, 
and should not be ignored for the many effects it has 
on those exposed to the elements. 


Earth 


Whether hiking or riding, the ground being walked 
on takes a toll on someone or something’s feet. Rocky 
ground wears at shoes and boots: low-tech adventurers 
won't be wearing hi-tech leather boots with water- 
proof but breathable liners and lug rubber souls. Even 
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Lun CUilderness Chart 
Here is a little tool to help GMs spice up the lives of characters who live on 


the wild side. Checking this chart about once per game week in the wild 
should produce just the right amount of realism for campers. 

Severity 

First, check the severity of the incident, rolling 2d6: 

2 Serious 

3-4 Troublesome 

5-9 Mild 

10-11 Annoying 

12 Serious 


Event 


Roll ld20 to identify the type of problem the party has to handle: 

| Bugs (from mild [creepy noise] to serious [clouds of mosquitos]) 

2 Small Critters (from startling watchers to spreading disease) 

3 Big Critters (from making noise way off to actually attacking) 

4 Moldy Food (from “scrape it off and eat it” to a nasty dungeon fungoid) 

5 Rash (from a mild reaction to damp cloth to distractingly painful) 

6 Bad Feet (from sore to bleeding blisters that cut travel time) 

7 Rowdy Mounts (from keeping people awake at night to running away) 

8 Bad Dog! (Pet-related: from poop on shoes to cutting travel time) 

9 Rocky Bed (from morning complaint to actual incapacitation) 

10 Small Fire (from smoke in eyes to catches blanket on fire) 

11 Big Fire (trom “miles away” to “we're all going to die!”) 

12 Awkward Crossing (from a pack dropped in a river to all supplies lost) 

13 No Ford (from an extra hour to an extra day or even longer of travel time) 

14 Rain (from a good soaking followed by sun to 2 weeks of downpour) 

15 Flood (from muddy boots to “everybody wake up before you drown!”) 

16 Sand (from grit in dinner to broken equipment such as a crossbows) 

17 Blowing Sand (from lose an hour of travel time to get completely lost) 

18 Broken Equipment (from one busted strap to a bad seam in pack letting 
treasure fall out) 

19 Worn Clothing (from “learn to sew” to losing social face) 

20 It’s a Bad Week (2, 3, 4, or 5 items from 1-19 on the list, no repetitions) 


a good pair of boots won't last an entire season of hard 
tramping without repair and maintenance, yet anoth- 
er chore to do while on the trail. Plant life is another 
boon of the earth: while plants can provide easy for- 
age, they can also give a traveller a bad rash (poison 
ivy) ora bellyache (unripe fruit). Plants also take a toll 
on clothing: in addition to mud and dirt from the 
earth itself, plants add grass stains, poke holes in 
cloaks with thorns, and so on. Travellers a month out 
of civilization will look quite a mess! 

The basic terrain being traveled is also a function 
of the earth, Hills are time and energy-consuming, 
while mountains are even more so. Boggy land slows 
down travel, and finding a way to cross a small river 
can take half a day if you’re not lucky. 

Air 

Air is the province of weather, and those who are 
outdoors during one of Mother Nature’s symphonies 
invariably regret leaving shelter behind. A rain storm, 














Camping: It’s No Picnic 


even without thunder and lightning, is a challenge to 
the traveler due to wind that snatches at everything in 
camp. Add lightning to the mix and you bring danger 
to the environment: good role-players should recall 
that the common modern wisdom about tall trees and 
lightning might not be so common in a feudal setting, 
Grand storms, such as those that bring tornadoes or 
other very destructive types of weather, should be rare: 
after all, the land is wide and the chance that such a 
storm will strike any one group of travellers is quite 
small. On the other hand, such storms have been sub- 
ject to the whims of magic... 


Fire 

Fire, when tamed to the cooking ring, is a necessary 
servant in the wild. However, fire has the potential to 
dominate any environment in which there is fuel to 
burn. Grasslands, forests, scrub... all have the poten- 
tial to become a deadly inferno. Fire generally runs 
before the wind. Characters caught in a wilderness fire 
can easily mistake their danger, because the smoke is 
harmful long before the flames actually reach you. 
Smoke also obscures sight, so understanding what is 
going on in the middle of a fire can be difficult. Mages 
who can toss balls of fire should also beware the fruits 
of such violent spells. Taking out that ore patrol may 
do more than make a half-dozen crispy-critters: it 
might start a fire that burns out of control for days. 
Plains-dwellers in particular aren’t fond of careless 
users of fire, and sloppy travelers might find them- 
selves in disfavor if they don’t take care of their cook- 
ing fires like good campers should. 
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Conclusion 

A basic understanding of what being outdoors 
entails is important for GMs and players alike when 
running or playing a game set in the wilderness. While 
this article isn’t exhaustive in its detail, it does provide 
information that can add color to a game in which the 
characters travel extensively. 

Magic is a tool that should be used with a different 
attitude by those who understand some of the issues 
involved in living exposed to the elements. 
Commonly unused spells that ease the burden of being 
outdoors will come into play more often if players have 
some empathy for their imaginary characters. Will a 
mage not expecting any trouble memorize a spell that 
helps him stay warm and dry or a spell of mass destruc- 
tion? In real life, bet on “warm and dry.” 

New items can come into play once it’s understood 
how difficult it is to camp for a month straight without 
waterproof fabric and portable gas stoves. Minor magic 
items that help start camp-fires or that keep boots dry 
will become valuable and desired. GMs who are tired 
| ” | of parties shrugging off visits to villages during long 
ie i i i i SA an . trips will have greater leverage to encourage more real- 
eee ung mt il, ye = | Ml \. istic behavior. 
ee © wil nth ees 3 S For first-hand knowledge of what it’s like to live in 

y x¥ the wild, go camping! But unless you’re a die-hard 
| Se NY anachronist, don’t forget waterproof fabrics, a lighter, 
rh hh. \ S freeze-dried food, water purification tablets, a down 
Ns sleeping bag, a backpack with all the bells and whis- 
tles, a flashlight, a campstove, extra dry socks, a good 
book to read, and so on. 

It just wouldn’t be comfortable out there without 
all that stuff, now would it? @ 
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Arcana” 


SWIM FOR YOUR LIFE! 


Angler Island is in trouble! Strange creatures—half shark, half man—are raiding the island for red-blooded food! 
Pius, they ve trapped the workers of an archaeological dig attempting to excavate strange, mystical statues just 
discovered in a submerged cavern! The people of Angleburg need your help! 
Evil Tide is a new adventure tied to the award-winning AD&D* Monstrous Arcana” line. It can be played alone, or 
as part of a series that starts with The Sea Devils Accessory, detailing the evil fish-men called the sahuagin. 
Either way, it's a boatload of trouble—so dive in, but don't swim alone! 
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“fe that 


eep Water” is a generic science fiction adven- 

ture set at the site of an abandoned dam in a 

remote forest, hundreds of miles from any sig- 
nificant settlement. For the purposes of the scenario, it 
doesn’t matter whether this wilderness is located on a 
distant planet or just over the horizon from a cyber- 
punk megacity. It’s only important that the area is — 
and always has been — isolated and pristine. 

Just about any combination of character-types are 
appropriate for this scenario, so long as some of the 
group members have appropriate skills. Due to the 
remote setting, wilderness survival, stealth, and track- 
ing, are all important skills, as are bush piloting, zool- 
ogy, and ecological sciences. 


Adventure Background 


Fifteen years ago a team of three mining surveyors 
climbed to the top of a rocky wilderness ridge and 
looked down upon a lake about two city blocks in size. 
The lake — not charted on any of their maps — was 
fed from a narrow, fast-flowing river, yet the water 
downstream was more like a ‘downtrickle’: as if the 
lake was a bottomless pit drawing in most of the water. 

The team was less interested in this unusual 
hydrology, however, than in their parched mouths and 
empty water bottles. Two of them eagerly drank from 
the clear, cold waters. They were immediately seized 
by an agonizing burning sensation in the roof of their 
mouths, followed quickly by massive headaches lead- 
ing to violent nausea and eventual unconsciousness. 

The remaining team member promptly sent out a 
distress signal and while waiting for rescue, took a 
water sample from the lake for later analysis. The 
responding search and rescue team transported the 
stricken men to the nearest medical aid — a military 
hospital located in an outlying army base. 

It was there, under bright lights and _ sterilized 
scalpels, that the remarkable nature of the surveyors’ 
condition was unearthed. A tiny parasite had bur- 
rowed through the roof of each man’s mouth and into 
their skulls. Attaching to the underside of their brains, 
the creatures had sent out a plethora of microscopic 
tendrils into their host’s brain tissue, making surgical 
removal all but impossible. 

Amazingly, the men survived, making a complete 
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physical recovery. Yet, they were not the same, but 
rather one mind in two bodies. It seemed that the tiny 
organisms were busily transmitting information 
between the two victims’ brains; as long as they 
remained within a mile of the other, each shared the 
beliefs, attitudes, mannerisms, and knowledge of the 
other. If they exceeded that mile limit, the infected 
men became disoriented, their blood pressure dropped 
to critical levels and convulsions wracked their bodies. 

Both shared an intense and irrational desire to 
return to the lake. 

Fascinated by these remarkable parasites, which 
were dubbed “panimals”, the military dispatched a 
research team to the isolated lake. There they set up a 
small scientific base to study the panimals, which 
seemingly couldn’t survive outside of their watery 
environment — except in the brain of a host. 

It was at this point that the strange behavior of the 
local wildlife became evident. Nearby creatures 
appeared to grow hostile over the scientists’ prolonged 
presence at the spring, and as the days passed more and 
more of them began to gather around the camp. 
Hawks and eagles circled above like vultures, bears 
and wolves growled from the surrounding woods, and 
even the normally timid deer and moose began pawing 
the ground. 

Then, one night, a nightmarish menagerie of 
crazed animals attacked the scientists. Birds, beasts 
and insects assaulted the camp from all sides, fighting 
side by side though many were natural enemies. 
Within minutes the camp was destroyed and the team 
fatally mutilated, with the exception of one pilot who 
managed to escape in the team’s helicopter. 

From the analysis of the massacre, the military sci- 
entists speculated that the panimals had wormed their 
way inside all the animals who drank from the lake 
and thus linked all the creatures into one single mind. 
After all, it made sense that if the two infected 
humans were able to share knowledge with each other, 
then it was possible that the panimals were able to do 
the same with the indigenous wildlife. This super- 
mind, originating from the depths of the lake, had per- 
ceived the scientists as a threat and the animals had 
acted accordingly. 

In order to communicate with the ‘panimals’ the 
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military brought the surveyors back to the site. As 
expected their minds were assimilated, and through 
them the military explained that they wished the pan- 
imals no harm. The pana-mind was apparently paci- 
fied, and studies began again. This time the scientific 
team completed its work unmolested, and made two 
important discoveries. 

First, they found that the lake water, though almost 
impossible to replicate in labs, could be dammed to 
form a vast breeding ground for the valuable micro- 
scopic telepaths, thus providing a virtually unlimited 
number for military use. Secondly, they discovered 
that the extent of the communication between the 
infected humans and animals was as complex and 
dynamic as the human mind. 

The military potential of mentally interlinked 
combat units and animal soldiers was tremendous, so 
without hesitation the army launched Project 
Deepwater. A dam was constructed at the outflow of 
the lake, creating a reservoir nearly three miles in 
length. Not suspecting the human's ulterior motives, 
the organisms appeared quite receptive to the idea 
since the source of the panimals functioned best in 
deep waters. Investigations into the low levels of water 
leaving the lake revealed that the microscopic army 
had been attempting to build their own crude dam 
using mud and sticks (the local beaver population was 
apparently its chief engineers). 

For years scientists monitored the growth of the 
creatures’ population, gradually assembling a psychic 
combat unit as they did. Human soldiers drafted into 
the group acted very strangely, their 
minds linked together with those of 
the local animals and the huge para- 
sitic swarms in the lake, but their 
effectiveness in combat exercises was 
nothing short of incredible. The sol- 
diers could travel lightly and silently 
without the burden of communica- 


The only way 
the soldiers 
would leave 
the lake, the 
source of 


Deep Water 


In charge of this endeavor is General Hawkson, a 
cunning ex-intelligence officer who has decided to 
employ an expendable mercenary team to gather data 
on the site. The meres (i.e. the player characters) are 
to travel into the area armed with just enough infor- 
mation to do their job — stay hidden and don’t drink 
the water. 


Adventure Introduction 


As mentioned above, the characters are brought 
into the adventure when they are contacted by a mys- 
terious individual named Lee Hawkson (actually the 
head of the Deepwater project). Hawkson offers them 
a large sum of money to venture into the wilderness on 
a special mission. Their objective is to reach the 
remote reservoir called Deepwater, and to investigate 
the abandoned dam located there. 

No explanation is offered for Hawkson’s seemingly 
unwarranted interest in the obscure site, but he is very 
clear about what he wants the PCs to do there: collect 
water samples from the lake, covertly observe any per- 
sonnel living in the area, and assess the conditions of 
the dam’s interior. 

Naturally Hawkson stresses avoiding the local 
water supply. “Don’t drink from the lake or any down- 
stream waters. They won't kill you, but you won't be 
coming back if you do.” 

No doubt the warning will put the PCs into a state 
of red alert, and some of the more inquisitive may 
decide to research the Deepwater facility before trav- 
eling there. Documentation on the 
project is scarce and well buried 
within the local bureaucracy, but 
with a little patience the following 
information can be uncovered... 


For The Record 

Fourteen years ago the local gov- 
ernment decided to construct the 
Deepwater facility, supposedly to 
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ible will to survive alone made them 
formidable opponents. 

The underestimated, if not com- 
pletely unforeseen, obstacle came 
when the military high command 
attempted to reassign the special unit for action in 
real-life combat. The unit resisted being separated 
from the lake and easily took control of the dam, 
forcefully assimilating all those who did not manage to 
flee the base. It seemed that the only way the soldiers 
would leave the lake, the source of their collective 
mind, was in body bags. 

Wanting to avoid more personnel losses and mini- 
mize any risks to their supply of psychic parasites, the 
military leaders decided to quarantine the area. 
Project Deepwater was sealed off, and for ten years the 
remote lake was left isolated. 

During the last few years, the military has been des- 
perately seeking an edge in the competitive, cutthroat 
field of communications, where speed is rapidly 
approaching instant time. Due to this the military has 
decided to send a reconnaissance team to the dam site 
in hopes of learning enough to reopen the project. 


mind, was in 
body bags... 


materialized, so Deepwater was offi- 
cially written off as a costly govern- 
ment blunder and buried in the 
vaults of the bureaucracy. 

The dam, however, was not aban- 
doned. During the nearly four years following its con- 
struction a steady stream of funding allowed the 
hydroelectric project to not only be serviced by a full 
staff, but to be maintained as if it were operating at full 
capacity. Government documents state that the 
money was for the testing of experimental new hydro- 
electric turbines, but fail to divulge why such a remote 
dam was chosen for a research facility. 

The Deepwater project continued operations until 
ten years ago, when the facility was suddenly and inex- 
plicably shut down. All funding ceased, and both the 
lake and dam were dropped from new maps of the 
region. 

Getting Into Deepwater 

Reaching the dam is no easy matter. There are no 
roads or trails, the dry riverbed below the dam is too 


rocky to be walked, and there is no clearing in the area 
in which to land a standard air transport. The dam 
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might be too unstable after a decade of no 
upkeep, so the only open area in which to 
land is the Deepwater reservoir. Whatever 
vehicle the PCs use had better be able to 
float. 

Once they have landed, the PCs will 
probably set up camp and secure their sup- 
plies (especially the water) from the local 
wildlife. Characters should be then encour- 
aged to poke around the shores of the pris- 
tine lake, perhaps by describing the strange 
way in which the lake’s waters seem to bub- 
ble and churn ever so slightly... 


The Shores Of Deepwater 

The lake’s edge is crowded with reeds, 
which poke up from a stretch of extremely 
muddy ground. Only after several feet of 
knee-deep muck does the mud finally give 
way to solid ground, though even it is cov- 
ered by rotting vegetation. 

The one advantage about the mud is 
that it makes tracking easy, and any skilled 
ranger who investigates the shoreline will 
uncover startling signs. The first is evi- 
dence of a campfire on the shore. There is 
a circle of stones in which charred pieces of 
wood are still holding some residual heat. 
The footprints of different types of animals 
— deer, wolves, birds, and at least two sets 
of human boot prints — are scattered about 
the site. 

While the PCs are examining the foot- 
prints, they spot a second peculiar sight. 
Across the lake, a deer and a wolf are drink- 
ing together side by side without the wolf 
showing any aggression or the deer any fear. 
If the PCs are making any noise, both ani- 
mals will notice them, stare at them for a 
moment, then disappear together into the 
woods. 


If You Go Down To The 
Woods Today... 


After a decade of no civilized habita- 
tion, the woods have returned to their for- 
mer pristine splendor, dense with verdant 
lushness and chaotic vegetation. In other 
words there’s no path, the dense forest 
makes for a dark claustrophobic environ- 
ment, and small biting insects are in plenti- 
ful supply. Following close to the lake edge 
is little better since the mud is knee-deep, 
and even more blood-sucking insects abound. After a 
while one of the characters (probably one adept in 
wilderness survival) will spot a game trail, granting 
them a bit of a respite from the torturous bushwhack- 
ing. 
After following this trail for a short time, however, 
the characters encounter a cute little rabbit (or some 
other such adorable creature). It hops down the path 
for a short distance and then stops to look back at 
them, as if wanting the PCs to follow it. If the charac- 
ters do so the animal leads them directly to a pit cun- 
ningly covered over with a mass of underbrush just 
thick enough to support the rabbit's weight. 

The first PC to set foot on the trap will go crashing 
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through, falling about twenty feet before landing safe- 
ly on a mass of soft reeds. Nearby two human soldiers 
and several large predators are well concealed, and 
they'll wait until the remaining PCs are busy conduct- 
ing a rescue before striking. 

Hurling a volley of rocks and other missiles into 
the PCs’ midst, the soldiers will immediately use their 
telepathic powers to direct the animals in the quick 
disarming of the stunned PCs. The animals will fight 
to subdue, not kill, and captured PCs will be strung up 
and dragged back to the dam. It is recommended that 
at least one PC be captured in such a manner 
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The Enemy 

Of the fifty soldiers originally controlled by the 
panimals, the majority died during the revolt ten years 
ago. Since then disease, accidents, and malnutrition 
have claimed almost all the others, leaving the para- 
sites with only two human minions left: Sergeant Ales 
Monroe and Lieutenant Feren Parker. 

These men are the brains of the panimals, though 
a decade of animalistic existence has reduced both to 
sub-humans. Perhaps more dangerous are the dozen or 
so large predators which lair with the soldiers, and the 
countless multitude of smaller beasts capable of acting 
in concert against the PCs. Even the most well- 
equipped characters will find themselves wasting 


Deep Water 


ammo against a seemingly endless 
swarm of tiny enemies, only to be 
attacked by the larger beasts once 
they've been “softened up”. 


At The Dam 


The Deepwater dam stands about 
fifteen stories above a rocky riverbed, 
and is its interior is accessible only 
from a crumbling stairwell midway 
along its length. All in all, the facility 
is only about a couple hundred or so 
feet across and just a little wider than a 
two-lane road. A thousand cracks 
splinter and zigzag across the concrete. 
As the PCs are carried to the stairwell 
they will notice a bizarre welcoming 
party has assembled to greet them. 
Along the rusted iron railing are all 
manner of birds, rodents, and other 
small animals, who watch in silence as 
the humans parade by. 

The soldiers too make no noise. 
Both the commandos appear to be 
human, but even the most casual 
observation of their behavior will 
reveal strange peculiarities about 
them. They occasionally cock their 
heads from side to side like a robin lis- 
tening for worms or a rabbit watching 
for hawks. They didn’t stand quite 
erect as if long practice in the woods 
had accustomed them to staying low, 
or because it was closer to the posture 
of their four-legged friends. 

Captured PCs are led down into the 
dam, through dark concrete passages 
only lit the occasional lights. Signs of a 
long forgotten struggle can be spotted 
as the PCs are let into the facility, 
including bullet holes in the walls, old 
ammo casings scattered on the floor, 
and perhaps the smashed remains of 
some security robots. 

Small animal nests pepper the cor- 
roding pipes which line the halls, 
inhabited by either birds or rodents. 
Observant PCs will probably notice 
that each of these is located by one of 
the dam’s old security cameras, keeping 
a keen eye out for intruders just as the 
old machines did before the experi- 
mental troops revolted. 

As they continue deeper into the dam the PCs pass 
several doorways marked “Security”, “Quarters”, 
“Operations”, “Offices”, and “Research”. All are 
equally nondescript, except the first and last ones: the 
door marked “Security” seems to be heavily damaged 
— as if someone tried to smash it in — while the door 
to Research is marked by a bio-hazard symbol. The 
PCs will be led past all these portals, to a door marked 
“Storage”, The will be pushed inside an unlit 10’ x 15’ 
concrete room. Before the door is shut (leaving them 
in total blackness since the overhead light has been 
removed) the PCs may note a few of the room’s con- 
tents. 

Along the walls are a series of metal shelves, all 
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bare except for the occasional cardboard box. In the 
far left corner is a metal desk, equipped with what 
appears to be a small dust-covered portable computer. 
Lastly, a broken office chair lays overturned near the 
center of the room. 


On the Outside 

PCs who were not captured will no doubt plan the 
rescue of their comrades. Allow them to execute any 
scheme which seems reasonable, but not until after the 
captured PCs have had a chance to launch an escape 
as well. Also keep in mind that 
the woods are full of panimals, 
who will move to the defend the 
dam if it is attacked. 


Working in the Dark 

Though stuck in the pitch 
blackness of the small storage 
room, creative PCs can accom- 
plish much during their stay. 
The first thing that such a group 
will probably do, however, is 
explore the contents of the 
shelves and check the phone 
and computer terminal. 

A quick search of the cham- 
ber’s shelves will reveal that 
some of the cardboard boxes 
contain various items: 

* A 50’ spool of electrical wire 

¢ Three glow sticks (each of which provides dim 
light for 10 minutes) 

e An emergency blanket 

° A pair of thick rubber gloves 

¢ A box of 100 metal bolts 

As for the computer terminal, the machine seems 
to be portable, but the battery has long since run 
down. No power cable is present, nor are there any 
electrical outlets in the walls into which such a cord 
could be plugged. 

Depending on the ingenuity and skills the charac- 
ters possess, there are a number of things that they can 
do at this point: 

Make weapons: Makeshift weapons abound in the 
storage room. Metal bars can be acquired by disman- 
tling the shelving units, unscrewing the legs from the 
desk, and pulling apart the broken office chair. 
Likewise the bolts could be wrapped in the blanket 
and used as a crude flail. The electrical wire could be 
employed as a garrote. 

Set a trap: Sooner or later the soldiers are bound to 
come back, and when they do the PCs can be ready for 
them. Scattering the bolts on the floor can provide 
unstable footing for the enemy, but a more effective 
means of tripping up the guards would be to lay the 
blanket on the floor and pull it out from under their 
feet when they step into the room. 

Activate the computer: By running the electrical 
wire from the light socket in the ceiling, a skilled tech- 
nician could provide power to the portable terminal. 
The rubber gloves might prove very useful against 
electrical shocks. 


Forgotten Files 

Within the memory of the portable computer lies a 
tremendous amount of useful information. It contains 
files on the 50 men and women selected by the mili- 
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tary to undergo exposure to the panimals, though only 
cryptic notes such as “uncommonly thick brain stem 
may cause symbiosis difficulties” and “subject’s weak 
will should result in total subjugation” make any refer- 
ence to the tiny parasites. If the PCs are inclined, they 
can use these files to uncover the identity of the two 
soldiers who captured them. Sergeant Ales Monroe 
and Lieutenant Feren Parker are both ex-special forces 
with considerable experience in wilderness combat. 
Careful examination of the file will also reveal that 
the larger of the two men, Monroe, suffers from an old 
battle wound in his right leg. 

Secondly the computer 
contains detailed plans of the 
dam; aside from the main 
entrance there is no way in or 
out of the dam. The map also 
notes the position of the old 
security cameras, thus familiar- 
izing the PCs with the location 
of the animal sentries. 

Lastly, the date of the last 
entry on the computer is from 
ten years ago, giving the PCs a 
perspective on how long the 
dam has been abandoned. 


Breakout 


After about an hour the two guards will return 
armed (though they possess only limited ammunition) 
and expecting resistance. They intend to start taking 
the characters from the storage room one by one, 
exposing each in turn to the panimals in order to both 
boost their number of allies and gain information on 
the intruders’ mission. 

While the soldiers cannot be easily killed, a cun- 
ning plan by the PCs can still catch them off-guard. If 
the characters have learned of Monroe’s weak leg, for 
example, incapacitating that soldier will be relatively 
easy, leaving them only Parker to deal with. However 
the PCs manage to overcome their captors, their 
escape is instantly relayed to the panimals. 
Immediately a number of large predators, including 
the soldiers if still alive, are dispatched to ‘assimilate’ 
the PCs. 


Joining Deepwater 

If the PCs are unsuccessful at their escape attempt, 
or simply do not resist, one of their members is select- 
ed at random to be hauled down to the lake. The two 
soldiers try to accomplish their task with a minimum 
of fuss, and will even give the chosen PC a chance to 
drink from the lake willingly rather than have the 
water forced down their throat. Connection with the 
psychic network of the panimals does not happen 
instantly, nor does the domination of the parasites 
over the PC’s mind. 

After the brief but agonizing experience of having 
a panimal burrow through the roof of their mouth and 
up into their brain, the PC is left extremely disorient- 
ed and weak. He or she will immediately be taken back 
to the storage room to recuperate while another PC is 
initiated, and for the next six hours the character will 
rapidly fall under the subjugation of the lake dwellers. 

In the meantime, however, the PC will not be 
harmed by the servants of the panimals no matter 
what they do, and will begin to experience flashes of 
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insight into the exact nature and history of the 
Deepwater project. 

Exactly what the GM chooses to reveal during this 
period can serve to either help or hinder the PCs, 
depending on how well they are proceeding through 
the scenario. 


The Escape 


Once the PCs break free of their cell — or are res- 
cued by their free comrades — they only have a short 
period of time before they encounter serious resis- 
tance. If they are smart enough to wipe out the small 
animal sentries that they pass the enemy will not 
know what they are doing in the dam, but if the pres- 
ence of these creatures is ignored the panimals’ sol- 
diers will prove even more dangerous. 

As they make their way through the small com- 
plex, there are a number of areas that the characters 
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Deep Water 


may explore, though the fact that they are being hunt- 
ed will force them to make quick decisions. 


Research 

The door here is unlocked, and the PCs should be 
able to reach this area with a minimum of fuss. The 
bio-hazard warning may make the characters some- 
what hesitant, but the sound of approaching footfalls 
and the distant roar of a bear or two may convince 
them to act expediently. 

Inside the doorway the characters will be confront- 
ed by a small airlock whose entrance is marked by 
another, even more prominent biohazard symbol. 
Through a small window in the heavy airlock door, a 
number of bio-suits can be seen hanging in a neat rack, 
though there are no windows which allow the PCs to 
see what lies beyond the chamber. 

The door to the airlock is unlocked, but once 
inside the PCs can easily secure the portal with a pair 
of heavy latches. Getting into the bio- 
suits takes very little time: they are 
designed to fit over normal clothing. 
Once suited up, the characters can pro- 
ceed into the next room with confi- 
dence. 

The Labo 

Beyond the airlock lies a well- 
equipped research laboratory, complete 
with a wide assortment of biological 
research instruments. The project’s cen- 
tral computer is located here, and from 
it the PCs can uncover the entire story 
of the Deepwater project. The skeletal 
remains of a dead scientist lie slumped 
over a work table in the corner of the 
lab. The corpse is largely being held 
together by the bio-suit it is wearing, 
and by all appearances did not die a vio- 
lent death. On the table is an empty 
hypodermic needle, a strange electronic 
device the dead man seemed to have 
been working on until death interrupt- 
ed, and a set of blueprints which obvi- 
ously correspond to the device. 

Any character with a background in 
electronics will be able to identify the 
apparatus as an ultrasonic transmitter, a 
device designed to give off a pitch of 
sound beyond the normal range of 
human hearing. Circled on the blue- 
prints is a small component missing 
from the transmitter, with the note 
“Hawkson’s office” hastily scrawled 
next to it. 

The cadaver is the remains of a 
Deepwater scientist who was trapped in 
the lab when the panimals rebelled, and 
committed suicide by injecting himself 
with poison rather than be taken over 
by the parasites. He was working on an 
experimental unit designed to stun any 
panimal within 20 feet of it, thus tem- 
porarily returning mental control to the 
host. For security reasons, one of the 
unit’s components was in the locked 
offices of General Hawkson (who 
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And its Fuzzy Minions of Death 


strangely was on leave at the time of the scheduled 
‘reassignment’ of the 50 subjects.) 

At the far end of the lab is a large air vent fitted 
with a triple set of filters. They are easily removed, but 
doing so will take several minutes of work — just 
enough time for the soldiers outside to begin hacking 
their way through the airlock... 

The vent runs up a steep shaft which ultimately 
terminates in operations. 


The Offices 


Beyond the section marked “Offices” is a short cor- 
ridor which immediately turns left and continues 
down the length of the dam. Five more doors lie along 
this corridor, all of which seem to have been smashed 
open, and it is apparent that a fierce gun battle took 
place here some time ago. 

For the most part, the offices contain nothing of 
immediate interest. Numerous scientific and military 
documents are lying about, but all are so cryptic that 
only an expert could decipher them. 

About the only thing that might be of use to the 
PCs can be found in the second office, whose door is 
marked with a plaque marked “Gen. L. Hawkson”. 
Inside this office is the missing component of the 
ultrasonic device from the lab. As it turns out, the part 
merely has to be plugged into the transmitter in order 
for it to function — though just barely. Each use runs 
a 1 in 6 chance of having no effect, and only 20 ultra- 
sonic pulses can be transmitted before the unit’s bat- 
teries die. It’s not much, but the device is probably the 
only thing that is going to give the PCs a chance of 
making it out alive. 


Operations 

This doorway leads into a two story high central 
chamber crisscrossed with pipes, catwalks, and ladders. 
It is here that the dam’s four hydro-electric turbines 
are located, though only one of the automated systems 
is still functioning (providing the facility with what 
electric power it has). The significant number of 
burnt-out lights in this chamber cloak much of the 
chamber in shadows. Small streams of water run from 
cracks in the dam’s surface, and large patches of algae 
cover just about everything. Fortunately, none of the 
panimal-controlled creatures call this section home, 
but there is more than enough unsettling shadows and 
creepy sounds to keep the group very much on edge. 

On an elevated walkway at the far end of the room 
is a large control panel for the dam’s automated sys- 
tems. The controls can shut down the last remaining 
turbine (thus killing all the lights within the facility), 
open the dam’s emergency floodgates (and thus drain 
a large portion of the lake), and cut power to any spe- 
cific area of the dam. 

Near the controls is another large vent which leads 
to the security room. Unfortunately this vent is safe- 
guarded by a security laser which will fire a searing 
beam of energy at anyone who tries to traverse it. The 
good news is that the laser’s power can be shut down 
from the operations chamber by a skilled technician. 
The bad news is that someone will have to go down 
the passage to make sure the security system really has 


heen disarmed... 


-arters 
‘area of the dam used to consist of the staff's 
‘small cafeteria, and a recreation center. It 
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has been converted into a dark, smelly chamber in 
which the majority of the panimals’ minions make 
their home. All manner of beasts can be located here, 
ranging from the smallest insects to largest predators. 
their constant patrols of the lake branch out from the 
communal chamber. The PCs will not be able to get 
very far here unless they wish to take on a small army 
of ferocious animals. 


The Security Room 

Since the heavy door to the security room has been 
locked from within, the only way in is via the air vent 
from operations. Inside, the room is lined with a bank 
of consoles and several screens marked with the names 
of various locations throughout the complex. If acti- 
vated, the security terminal will ask that a pass card be 
inserted, and will refuse to operate until the card is 
provided. The skeletal remains of a security guard can 
be found on the floor, still carrying a computer pass 
card. It will allow the characters to both activate the 
security terminals and open the sealed door to the 
security room. Once up and running the security ter- 
minal will allow the PCs to use the cameras to observe 
what is going on in other areas of the dam. 


So Close, And Yet So 


Far 

If they have played their cards right, the player 
characters can manage to fight their way out of the 
dam through a combination of cunning, stealth, and 
firepower. Unfortunately they still have to make their 
way back to their transport, and the panimals have no 
intention of letting them escape. 

As the characters rush through the woods, they are 
pursued literally hundreds of beasts, all of which act in 
unison to try to keep them from getting away. Swarms 
of stinging insects, mauling bears, cougar ambushes, 
etc. are all possible encounters. The difficulty of this 
final gauntlet depends on the GM, though for dramat- 
ic purposes, the PCs manage to get out only with their 
last few hit points. After all, the military wouldn't 
have built the Deepwater Project if the panimals 
weren't an effective weapon. 


After The Battle 


Should the PCs reach the safe embrace of civiliza- 
tion, they are met by Mr. Hawkson who is anxious for 
news of the characters’ visit. Though completely unin- 
terested in any complaints or accusations the PCs may 
have, Hawkson will pay what he promised, even if 


they do not come back with the water samples that he _ 


requested. If they managed to actually achieve their 
objectives despite the situation they will receive a gen- 
erous bonus, as Hawkson only half-expected them to 
return alive in the first place. 

Even after all the dealings are done, the PCs may 
not have seen the last of either General Hawkson or 
Project Deepwater. If the facility is restored under mil- 
itary control and the parasites are successfully har- 
nessed, then the characters might become a potential 
security risk. Hawkson has already proven himself 
ruthless, and who better than a team of panimal con- 
trolled assassins to silence those who might one day 
talk? Details, of course, are left up to the GM. @ 
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ard games? I don’t know Frank. The art's nice, 
sure, but do you really think they'll catch on?” 


— Francescus “Cichus” Simonetta, to Francesco 
Sforza, Duke of Milan, 1450 

For more than five centuries the western world has 
been fascinated with the imagery of the tarot. The 
enigmatic yet familiar symbols have been used for psy- 
chological analysis, fortune telling, artistic expression 
and a wide variety of card games. Role playing adopt- 
ed the mystical symbolism of the tarot quickly and eas- 
ily — a natural marriage. Adventurers braved the risks 
of drawing from the magic decks and tamed their awe- 
some enchantments for their own use, while gamemas- 
ters used the deck as a quick source of character per- 
sonality archetypes and adventure seeds, or even as a 
replacement for dice. Every generation of RPGs seems 
to adopt a new and more exciting use for the cards. 

This article is intended to trace what we know of 
the origins of the cards, and to discuss how RPGs have 
put them to use. There are numerous methods for play- 
ers and gamemasters to integrate the tarot into their 
own games, regardless of genre or system. 


®rigin of the Cards 


Card games are not a new phenomena. A wall fres- 
co at Casa Borromeo in Milan, painted in the first half 
of the 15th century, depicts five players (shades of 
M:TG) sitting around a table playing with tarot cards. 
A vast number of theories have been proposed to 
account for the origin of the tarot. Depending on who 
you ask, the tarot may be: derived from the ancient 
Egyptian Book of Thoth, symbolic of the 22 letters of 
the Hebrew alphabet, representative of the incarna- 
tions of Vishnu, taken from the pre-Columbian Aztec 
calendar, created by the Chinese emperor Seun-ho to 
amuse his concubines, created as a form of universal 
communication for mystics meeting in Morocco in the 
year 1200, inspired by the political conflict in Italy 
between the papist Guelphs and the imperial-backed 
Ghibellines, the product of gypsy migrations into 
Europe, or finally, tools of the Rosicrucians, Templars 
or Freemasons. 

What is known for certain is that the oldest cards 
recognizable as tarot date to the first half of the fif- 
teenth century. These cards, called the Visconti, 
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Visconti-Sforza or Lombard cards, come from fifteen 
different groups and number 271 cards. The largest 
grouping is the 74 card Pierpont Morgan-Bergamo 
deck, followed by the 67 card Cary-Yale pack Five of 
the groups are represented by only a single card. 

In the early years of Tarot development, a variety of 
experiments were made, changing the cards in the 
deck or (more commonly) adding to them. By the 
18th century, however, the tarot had been firmly 
established in its present form. All written evidence 
indicates that the cards were used almost exclusively 
for playing games, not to read futures. 

That changed during the French occult revival of 
the late 18th century. Count’de Gebelin was the first 
to propose that the tarot cards were surviving elements 
of the ancient Egyptian Book of Thoth. After his death, 
his theories continued to grow in popularity — despite 
the discovery of the Rosetta Stone and the subsequent 
translation of the hieroglyphic language. The occult 
movement spread throughout the next century, and 
reached its apogee with the rise of the Hermetic Order 
of the Golden Dawn in 1888. 

The Golden Dawn had an illustrious membership, 
including Aleister Crowley, William Butler Yeats and 
Arthur Edward Waite. It was Waite, working with 
Pamela Colman Smith in 1910, who created the 
Rider-Waite tarot Deck. Waite and Crowley each 
authored guides to tarot interpretation, further pro- 
moting the use of the cards for divination. Within the 
last few decades, the number of unique tarot decks has 
exploded into the thousands. 


Che Carot in Role - 
Playing Games 


The first role-playing game to use the tarot was the 
first role-playing game: TSR’s Dungeons & Dragons. 
The Deck of Many Things is certainly one of the most 
well-known magic items in the game: every party of 
adventurers longs for (and fears) a chance at it. As a 
magical MacGuffin, the Deck was powerful and arbi- 
trary. Each character could take up to three draws from 
the deck, and could be rewarded with anything from a 
free experience level, a loyal follower or a random 
magic item to level drain, a “minor death” or simple 
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destruction in the void. Perhaps because of the Deck’s 
fame, few other games have taken this route — using 
the tarot as an actual physical object that the PCs 
handle and use to gain magical powers. 

In Paul Kidd’s Lace & Steel (a Renaissance-era fan- 
tasy game now out of print), the tarot were used to 
determine character personalities. Every player drew a 
card from the tarot, called his “significator,” and used 
that card’s divinatory meaning to provide a basic per- 
sonality for the PC. Only characters with a significator 
among the Major Arcana were allowed to manipulate 
sorcery, the most powerful magical art form. 
Gamemasters were encouraged to use the significator 
system for NPCs as well, and all characters presented 
in Lace & Steel’s adventures were given corresponding 
cards, so that the GM had a quick and easy reference 
for their personality types. Lace & Steel was also the 
first RPG to suggest using the tarot as an adventure 
generator. With a variety of other unique features 
(including the first use of cards for fencing and magi- 
cal combat, long before anyone had ever dreamed of 
M:TG) it is truly a shame that this game is no longer 
available. 

Chaosium’s Nephilim uses the tarot in a particularly 
novel way. Players take on the roles of supernatural 
semi-divine beings hiding amongst humankind. The 
Nephilim are divided into twenty-two different groups 
with unique political and spiritual goals (not unlike 
the Clans of Vampire: the Masquerade), each one rep- 
resented by a card of the Major Arcana. Thus, the 
Wheel, the Tower and the Magician all work and con- 
spire against one another, while awaiting the next 
appearance of the Fool (a messianic Nephilim who 
was last incarnated as Jesus Christ). 

White Wolt’s Mage brought the tarot to new levels, 
however, by actually printing the first RPG-related 
tarot deck. Long foreshadowed by striking interior art 
throughout the product line, the Mage Tarot actually 
proved somewhat disappointing, since the card art was 
of an erratic quality. Nonetheless, it was an extraordi- 
nary move. Suits and card symbolism have been care- 
fully altered to make the Mage Tarot very relevant to 
the World of Darkness. Tarot symbolism is important 
to Mage: it features on the covers of their books, in 
their advertising, as focuses for magic work and as tools 
for reading the future. 

The Amber Diceless RPG is based on Roger 
Zelazny's fantasy series, Nine Princes in Amber. The 
Amberites make frequent use of magical cards very 
similar to the tarot. Referred to as “Trumps,” the cards 
provide communication and inter-dimensional trans- 
portation. Amber Diceless therefore makes heavy use of 
tarot symbolism. For example, all character portraits 
are rendered as Trump images. PCs may use the cards 
as routes to power, becoming Trump Artists. One par- 
ticular section illustrates Trump readings, through 
which player characters can gain hints of the future, 
and GMs can provide direction to a group of players. 

Amber Diceless is not the only RPG to leave dice 
behind, however. Many games have sought to replace 
dice with the more dramatic and symbolic tarot. In R. 
Talsorian’s Castle Falkenstein, a deck of “regular” cards 
is used for task resolution, magic use, and combat. The 
excellent CF companion book Comme II Faut, 
describes the use of tarot for this same purpose, adding 
additional nuances to combat and PC interaction. 
Live action RPGs, in particular, have turned to cards 


Trumps Arcane 


instead of dice, and several home-grown LARPs use 
the tarot instead of the rock-paper-scissors system 
made popular by Mind’s Eye Theater. 

Finally, the most recent RPG to use the tarot has 
also been its strongest advocate. Everway, originally 
written by Jonathan Tweet for Wizards of the Coast, 
uses a tarot-inspired card set called the Fortune Deck 
for all game mechanics. The Fortune Deck has been 
expanded to 30 cards, and the symbols have been 
made less ambiguous and therefore easier for a GM to 
interpret. When players enter combat or try to use a 
skill or magic spell, a draw from the Fortune Deck 
(along with the dramatic needs of the story and a mea- 
sure of character skill) determines success or failure. 

Everway goes even farther than this, however; each 
character is defined by a particular Virtue, Flaw and 
Fate, each represented by a card from the Fortune 
Deck. Unlike the random draws in Lace & Steel, each 
player chooses his cards. Although the Fortune Deck 
is modified from its tarot roots, the lineage is clear, and 
many GMs have gone “back to basics,” replacing the 
Fortune Deck with the original tarot. The ancient and 
powerful symbols in the cards are vital to understand- 
ing the cosmology and background of Everway. They 
are a fundamental building block of the game, and the 
most elegant use the cards have yet been put to. 


Gsing the Cards in Dour 
®Own Game 


Gamemasters and players should have an easy time 
adapting the tarot for use in your own games. GMs 
who scour the landscape for good props, miniatures 
and maps may be overlooking one of the easiest and 
most handsome visual aids available. 

. The trick to using the cards as a source of power — 
a source that player characters can tap and use — is 
deciding what sort of power they represent. The obvi- 
ous use is, of course, the power to read the future. This 
is particularly easy if the cards have been used as an 
adventure creator (more on this below); just show the 
player one or two of the cards used in the adventure’s 
creation, and they'll get a vague but meaningful sug- 
gestion of the forces at work in their current situation. 

The pictures represented on the cards may be con- 
jured forth from the card itself; this is particularly 
appropriate for the Minor Arcana, which is composed 
of inanimate objects such as swords, staves, cups and 
coins. Unusual tarot decks may replace these standard 
suits with more unique forms, allowing more flexibili- 
ty in summoning (spears and stones are common, 
though the player may have to be creative to find a use 
for conjured rocks). 

A more exciting possibility is the thought of com- 
municating with and questioning the beings repre- 
sented in the cards — perhaps a player can, through 
meditation, commune with the Magician, the 
Emperor or the Hermit. Their advice could be very 
helpful in exploring a GM's intricate plot, or gaining 
insight into the motivations of NPCs. Since the tarot 
are so often used to represent personality archetypes, 
they might be used for a primitive sort of mind control 
— temporarily overriding a victim’s natural caution 
with the Fool, for instance, or inspiring a subject to 
take action with the Chariot. Characters might be 
able to somehow “link” themselves with one or more 
of the cards, using the symbol to alter rheir destiny or 
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abilities. For instance, if a young apprentice could link 
himself to the Magician card, it might elevate his mag- 
ical prowess and allow him to master spells that he had 
never dreamed of. Likewise, the Emperor could be 
used to gain terrestrial power and wealth. If the char- 
acter lost his link with the card, the boon would slip 
away. An entire campaign could be built around the 
secret wars waged over such powerful cards. 

Using the tarot for game mechanic purposes — as 
a replacement for dice — can require some work on 

the part of GM. There are two basic approaches to 
reading tarot cards as randomizers: the interpretive 
and the literal. In the first, the card gives a general 
indication of success or failure, and leaves the GM and 
player to hash out the specifics. In the second, the 
value of the card and its suit (six of swords, ten of 
wands, etc.) substitute for the value of the die roll. 
Interpretive systems require a high level of trust in the 
GM, as does any purely dramatic storytelling style sys- 
tem driven more by drama than chance. They usually 
use only the Major Arcana, since those cards contain 
the strongest and most well-known symbols. The best 
way to illustrate a successful use of this system is 
through example: 

Auric is a veteran warrior skilled with a sword — 
he’s sneaking through a palace, trying to escape a 
squad of guards. The GM draws a card from the Major 
Arcana to determine success or failure, and the result 
is the High Priestess. This card represents wisdom and 
common sense, and suggests that Auric is probably 
doing the right thing. He sticks to dark hallways, 
avoids Fights, and manages to elude the guards. 
Alternately, the GM could interpret the card more 
directly: Auric may be discovered by the local high 
priestess and, since the card is essentially a positive 
one, she may be an ally who can help Auric in his mis- 
sion. 

Gamemasters using the tarot as an interpretive 
replacement for game mechanics should feel free to 
simplify or even alter the meanings of the cards, to 
make them consistent from one use to the next. They 
should also feel free to add new cards, or to delete con- 
fusing images as necessary. 

Literal systems require that player character skills 
have a numerical value reflecting competence — usu- 
ally a number ranging from 0-12 or 0-15. This provides 
a range approximately comparable to the number of 
cards in a suit, with the Ace counting as 1, the Page as 
an 11, Knight as 12, Queen as 13 and King as 14. The 
player draws a card from the deck (or plays one from 
his hand, depending on the system in use) and adds 
the number to his requisite skill. If the final number is 
equal to or greater than the difficulty, the task is suc- 
cessful. Each suit may be useful only for particular 
kinds of tasks (swords for intelligence feats, clubs for 
physical acts, cups for personal interaction, pentacles 
for financial dealings and social status. This is a char- 
acteristic of systems which allow characters to keep a 
hand of playable cards), or each suit may be used for 
any type of task (most common in games where play- 
ers draw a card from the deck each: time they attempt 
a skill). Again, our example: 

Auric has a stealth (or “hide in shadows”) skill of 8 
and is once again attempting to elude the guards. He 
draws a single card from the deck: the 7 of Cups, for a 
Final result of 8+7=15. The GM plays for the guards, 
who have perception skills of 6. He draws the King of 
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Wands, valued at a 14, and 24+6=20. Auric gets spot- 
ted by the guards. 

Literal systems generally rely on the Minor Arcana, 
using the Major Arcana to put additional spin on task 
resolution. Major Arcana may suggest fancy combat 
moves or plot complications (like the Romance or 
Nemesis cards of TORG and Masterbook), and may 
have either an assigned numerical value or else require 
the player to draw again. 

No matter the game system or genre, the tarot can 
be used as archetypes for characters — either directly 
or indirectly. For instance, in a literal interpretation, 
the GM may create an antagonist or ally group that 
the players encounter, with members based on the 
cards, Perhaps the best way to set up such an organiza- 
tion is to do stay subtle; an enemy does not need to be 
a real Devil to represent that card in the deck — a 
seductive, evil, nature will suffice. Adopt existing 
NPCs (and players) from the campaign into the tarot 
structure, filling out the ranks of the Major and Minor 
Arcana. What does this shadowy organization want? 
That remains for the GM to decide. The cards may 
serve merely as a convenient method of organization, 
or may have been chosen because the cards are also 
routes to power (as discussed 
above). 
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A less literal interpreta- 
tion sees the tarot used as 
thumbnail personality 
sketches. The players 
encounter dozens of minor 
NPCs during any given play 
session, and when they do, 
the GM draws a card from 
the deck to get a quick feel 
for the demeanor of the new 
character. This keeps the 
GM fresh, and prevents the 
“stock character” syndrome, 
in which all of the NPCs 
fall into a few clearly recog- 
nizable categories. Players 
can use the method as well, 
choosing or randomly draw- 
ing a tarot to give at least a 
basic personality descrip- 
tion (this technique is high- 
ly dependent on the sort of 
game being played — ran- 
dom personality determina- 
tion is not recommended 
for systems that otherwise 
allow player choice in char- 
acter creation). 

Finally, and potentially 
the most helpful, is the use 
of the tarot as a quick 
adventure generator. This 
requires some practice and 
imagination, but any GM 
with confidence and an 
open mind should get the 
hang of it after a try or two. 

The simplest method of 
adventure generation is to 
simply flip a few cards over, 
and work with the impres- 
sions given. There is no 
rigid structure here — the 
cards serve merely as spurs 
to the GM’s imagination. 

For example, Walter is 

creating an adventure for his 
fantasy game and turns over a 
few cards for ideas. The first draw is the Hermit, a card 
that represents a reclusive, wise figure. The second 
draw is the Star, representing hope, and the last card is 
Temperance, which is the perfect union of two oppo- 
sites. After some thought, Walter decides that the 
players are enlisted to aid an aging Queen whose realm 
is in great danger. Her husband died and divided the 
land between his two rival sons; the war between them 
is tearing the realm apart. Omens and portents have 
told her that the players can solve her dilemma 
(though they themselves might not know how). The 
best resolution of this dilemma is, in fact, to find the 
“dead” father, who has in fact merely retreated from 
the world to live in quiet seclusion. 

A more complicated method is to actually create a 
“spread,” in which a half dozen or more cards are laid 
out in a particular order. Each position represents an 
element of the story. An example of such a spread is 
illustrated below: 
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Trumps Arcane 
Che 7-card Story Spread 


The idea behind this tarot spread is to create a sto- 
ryline, with the player characters at the beginning, 
their eventual goal at the end, and obstacles in the 
middle. The player's personal resources, previous his- 
tory, current situation and allies are all represented. 

1) Center Card — Player Characters 

2) Across Center — Immediate Obstacles 

3) Left of Center — Past Influences 

4) Below Center — Personal. Resources 

5) Above Center — Allies 

6) Right of Center — Opposition 

7) Far Right — Eventual Goal or Destination 


Card One — Player Characters 

The first card drawn and placed obviously repre- 
sents the heroes themselves. Some gamemasters might 
find it helpful to choose this card, perhaps picking a 
particular player to emphasize. For instance, use the 
High Priest for a religious PC, Strength for warriors, 
the Magician for wizards, and the Wheel of Fortune for 
rogues. Alternately, pick a card that seems to represent 
the entire company (six of swords, perhaps), or their 
designated leader (the court cards — King, Queen, 
Knight and Page — are particularly well suited for this 
role). A random choice can be made, but it often 
makes the reading harder, since the card may not seem 
to easily suit the heroes. 


Card Two — Immediate Obstacles 


The second card is placed across the first one, atop 
it and partially obscuring it. This represents the player 
characters’ immediate situation, which usually serves 
as an obstacle to entering or succeeding in the story- 
line. It may not actually be related to the larger story, 
but failure to overcome it will prevent the heroes from 
achieving their goal. 


Card Three — Past Influences 

This card, placed behind the first two, represents a 
past subplot in extended campaigns: something from a 
previous adventure which is influencing this one. This 
may mean an adversary, a personal relationship 
between PC and NPC, or any other ramification of a 
PC action. Note that this is great for building cam- 
paign storylines — when characters and plots contin- 
ue to make themselves felt long after the initial story, 
the world becomes more real and the game grows. 


Card Four — Personal Resources 

The fourth card is placed below the first two, and 
symbolizes something that the players bring with 
them. It may be a magic artifact, a special skill, valu- 
able experience or even a particular way of doing 
things. In any case, what's important here is that the 
players don’t need to gather this resource: they just 
have to learn how to use it. 

Card Five — Allies 

Place this card above the first two. It represents 
outside resources that the players can rely upon, or 
must gather in order to succeed. They may not know 
the identity of these allies, but they are there. Again, 
the card may represent some powerful weapon that 
they must retrieve, a mentor to consult, or a secret 
patron, 


Card Six — Antagonists 
Blocking their way to the final goal, the sixth card 
is placed to the right of the first two. It represents the 
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principal opposition to the PCs, taking the form of 
physical opponents (man against man), terrain (man 
against nature), internal conflict within the PC com- 
pany, or even psychological conflict within the indi- 
vidual members (man against himself). 

Card Seven — Eventual Goal or 
Destination 

The last card is placed to the far right, and repre- 
sents the situation that the players wish to arrive at, or 
which they will end in whether they want to or not 
(this depends on the cards and the factors revealed so 
far — some spreads reveal eventual destinations that 
no PC group would seek out if they could help it). 

The key to successful tarot reading — and adven- 
ture design — is to be creative and open-minded. Do 
not take the cards too literally, unless their meaning 
seems obvious! If your players have access to tarot 
cards within the context of the game, they may seek to 
use them to divine the future; a successful reading 
could allow them to see the cards used in the creation 
of the story. Without your notes, of course, the spread 


will be very vague, but it generally gives the heroes - 


some indication of what to do next. 


An Example of the 7-Card 
Story Spread 


Walter is using the tarot cards to create a story for 
his four-member fantasy RPG group. The leader of the 
company is an intelligent, disciplined mage named 
Rand; his beautiful wife Selina is his loyal supporter 
and an exceptional thief. Brom is Rand’s best friend, 
one of the strongest fighters in the land. Finally, 
Selina’s brother Jano is a young, rebellious teenager 
who is usually chasing pretty girls, but is pretty good 
with a bow when things get violent. 
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Player Characters: Four of Wands 


The GM selects the four of wands to represent the 
players. Wands represent fire and creativity, something 
that seems particularly appropriate for this company 
(Rand is an exceptionally creative leader, Jano fires 
flaming arrows from a magical bow). 


Immediate Obstacles: The Magician 

An easy card to interpret in a fantasy game setting, 
this card suggests that the company is currently bat- 
tling, is being manipulated by, or is about to cross a 
powerful wizard. Alternately, Rand (who is a mage 
himself) may be taking actions that place the compa- 
ny in danger. 


Past Influences: Ace of Cups 

This is an exceptionally good card, representing 
abundance and joyful fulfillment; its place in the past 
influences position implies that the new story will 
grow out of one in which the heroes were very suc- 
cessful. Alternately, since the cups are a water sign, the 
past influence may have something to do with water. 
In this case, Selina always had a bit of a crush on the 
merman prince of an undersea kingdom. The last time 
the heroes were involved with that land, they helped 
the prince battle a band of surface world miscreants 
who had traveled to the city by magic and were 
attempting a coup. Several villains escaped, and this 
seems like a good time for them to put in another 
appearance. 


Personal Resources: 


Pentacles 

This card represents a mature, methodical person, 
well organized, patient and capable. This is very 
indicative of Rand, the leader, and implies that his 
reasonable intellect will be required for success. 
Perhaps the antagonists of the story will try to distract 
the heroes through hired thugs, misdirection and 
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other red herrings; Rand will have to keep everyone 
focused on the problem at hand, and avoid losing sight 
of the real menace. 


oe Allies: Queen of Swords (reversed) 
eek When this card is reversed, it gains a very negative 
wets connotation, representing narrow-mindedness, 
| treachery and vengefulness. Placed in the Allies posi- 
tion, it implies that the heroes may have to seek aid 
from someone whom they would not normally work — 
perhaps even an old enemy. 


Opposition: The Hermit 

Generally this card is a positive one, 

representing inner wisdom and contem- 
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cation here. The primary antagonist for the heroes is a 
figure who has withdrawn from the world unwisely, 
perhaps for the wrong reasons or in a vain attempt to 
escape from mundane concerns. He may be afraid to 
face the truth, or in possession of dangerous knowl- 
edge. 


Eventual Goal or Destination: Ace 
of Swords (reversed) 


A most unfortunate card to have in such a critical 
position, the Ace of Swords, when reversed, represents 
self-destruction and disaster, sometimes the tyrannical. 
Rule of one over many. This implies that the heroes 
are destined for a dire fate, though tyranny might actu- 
ally be the goal of the antagonists, a goal that the 
heroes are trying to thwart. 

After some thought, the following storyline sug- 
gests itself: the undersea prince sends a letter to Selina, 
but Rand intercepts it and, jealous of their friendship, 
refuses to pass it along to her. That's too bad because 
the letter, far from being a romantic message, warns 
Selina that the villains who tried to take over the city 
have embarked upon a terrible plan. Their leader, a 
powerful wizard, has been driven mad by his failure to 
achieve terrestrial power and sequestered himself in a 
hidden lair, from which he can use his magics to wreak 
terrible destruction. Rand’s jealousy acts as the imme- 
diate Obstacle; to overcome this, he must rely on his 
wisdom and prudence (Player Resources). The mad 
wizard (Opposition) has retreated to a nearly impreg- 
nable fortress once built and maintained by an enemy 
of the players (Allies). Though she knows the fortress 
well, including secret entrances and passwords, this 
old foe is ill-disposed towards the heroes and it will 
take some creative role-playing to secure her aid. If the 
players delay too long, or allow themselves to be dis- 
tracted by the minor foes thrown against them by the 
mad mage, then disaster will result — even if the mage 
fails in his bid to destroy the earth, he may slay one of 
the company (probably Selina, which would teach 
Rand a lesson about jealousy). 

There are many other ways to interpret these same 
cards; this is offered as just one example. And if the 
plots don’t seem to fit the player company in question, 
just recast them into something they can work with. 


Carot Trivia 

There are many unanswered questions about the 
tarot, not the least of which is their mysterious origin. 
However, even without delving into the claims of 
ancient Egyptian, American Indian Hindu or Jewish 
origins for the cards, there remain some puzzling mys- 
teries. A few of them have been collected here, just to 
give players and GMs some interesting fads that might 


be useful. 


Tack Holes 

Most of the Visconti and Visconti-Sforza cards suf- 
fer a peculiar damaging feature: the presence of tack 
holes. Usually centered on the top of the cards, the 
purpose behind the holes is unknown. The cards may 
have been pierced for display purposes, or kept on a 
threaded spindle. This trait is only seen in the oldest 
decks, dating from the 15th century. 

In his book Last Call, author Tim Powers suggests 
that the holes were placed deliberately in the cards as 
a safety feature. The oldest decks have profound, pow- 
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WANTED: Dead or Alive! 


Preferably alive..for now. Listen up, pardner. There's a new miniatures bat- 
tle game in town, and it’s called Deadlands: The Great Rail Wars'™. This is 
a call to.arms for all you miniatures gamers who think ya got what it 
takes to stomp the guts outta ed mortal enemy: yer best friend. Ya know, 
} he’s probably readin’ this ad right now, 

Slobberin’ all over himself and dreamin’ 
of kickin’ yer pants off. So you'd best 
prepare yerself, ‘cause his freight train’s 
a-comin’! 

Best of all, though, Deadlands: The 
Great Rail Wars is full of all kinds of wily 
rascals, dangerous critters, and nefarious 
Rail Barons. So, pardner, if ya think ya 
got what it takes to run a railroad in the 
Weird West!™, jump on board and prepare & 
for the ride! The Great Rail Wars is defi- 
nitely the coolest miniatures game. this 
side of Hell! 
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erful connections to ancient magical 
archetypes — to view them in their 
natural state would drive the onlook- 
er mad. However, by piercing the 
card with holes, this primal connec- 
tion is weakened, and the cards can 


be safely handled. 
The Devil and the Tower 


Despite fifteen separate card 
groups dating from the 15th century, 
there are no known examples of the 
Devil and Tower cards. Various recre- 
ations have been attempted, most 
notably by the artist Luigi Scapini, 
but all are guesswork. Have all the 
Devil and Tower cards been lost, or 
were they purposely removed from 
the decks? For what reason? 


Cliff Faces 


Several cards in the Visconti- 
Sforza groups depict cliff faces along 
the bottom edge. Some believe that 
the cliffs are depictions of the land- 
scape surrounding the Carthusian 
monastery Certosa of Pavia, founded 
by Caterina Visconti. Francesco 
Sforza began work on the church 
within the monastery, work which 
continued past his reign. lt was not 
until the rule of Lodovico Sforza, “Il 
Moro,” that the church was conse- 
crated. Why the Sforzas, or the artist 
of the cards, would leave such a geo- 
graphical clue on the cards, and what 
the significance of the monastery 
might be, is left to the GM to decide. 


Failed Tarot 


The tarot did not instantly arrive 
in the form that we know it today. 
Several cards were inserted or substi- 
tuted into the deck as experiments. 
Alas, over the centuries, these addi- 
tions failed to “make the cut,” and 
have since vanished from the tarot 
standard. 

The most common additions were 
the three Cardinal Virtues cards: 
Faith, Hope and Charity. The Minor 
Arcana were also occasionally aug- 
mented with female Knights and 
Pages, in addition to or instead of the 
traditional Knight and Page cards. Element cards (Air, 
Earth, etc.) and Zodiac cards (for each of the 12 con- 
stellations) are also sometimes included. 


History of the Pierpont Morgan- 


Bergamo Deck 

The Pierpont Morgan-Bergamo deck is perhaps the 
single best-researched group of 15th century tarots. 
Their history is provided here, as inspiration for 
gamemasters who may wish to create interesting back- 
grounds for tarot decks in their own campaigns. 

The cards were commissioned by, and belonged to, 
Francesco Sforza (1401-1466), Fourth Duke of Milan. 
We do not know the exact date of the cards’ commis- 
sion, but the Lovers card seems to depict Francesco's 
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marriage to Bianca Maria Visconti on October 26, 
1441. Sforza was made Duke of Milan in 1450, and in 
December of that year he wrote two letters to his sec- 
retary, Cichus, asking that two packs of “carte de tri- 
umphe” be sent to him. This is the earliest writren 
record of the cards, and it seems likely that they were 
painted sometime between those two dates. 

There are no signatures, artist marks, or written 
records who identify the artist of the cards. Marziano 
of Tortona (a scribe and secretary to Filippo Maria 
Visconti, Third Duke of Milan and Francesco Sforza’s 
father-in-law), Antonio Cicognara (a painter and 
miniaturist), and the Zavatti brothers have all been 
suggested. However, recent writers have maintained 
that Bonifacio Bembo, who was a strong supporter of 
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the Duke and frequently 
patronized by him, may have 
been the artist. 
Ownership of the deck throughout the 
16th century is unknown. However, in the 
17th century the cards were owned by Canon 
Count Ambiveri of Bergamo, who bequeathed them 
to the Donati family. From there they passed to the 
Colleoni family, who eventually split them into three 
parts. 

The first of these parts (26 cards) was traded to 
Count Francesco Baglioni in the late 19th century. 
Count Allesandro Colleoni traded the cards to his 
friend Francesco in exchange for a variety of art pieces. 
Five of the Major Arcana were traded, including the 
Emperor, Justice, the Star, the Moon and the World. 
Colleoni “bitterly regretted” the exchange, but was 
unable to regain the cards. Francesco bequeathed 
them to the Accademia Carrara in Bergamo when he 
died in 1900. There they remain to this day. 

Count Colleoni, however, was not yet through. 
Before 1903, he turned down an offer of 2,000 pounds 
from a Count Ronealli for the remaining 49 cards in 
his possession. Nevertheless, the Paris art dealers 
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Hamburger Freres eventually acquired 35 of the cards, 
and sold them to John Pierpont Morgan of New York 
in 1911 for 8,000 pounds — four times the previous 
asking price for less cards. Morgan obviously 
valued his new prize, and apparent- 
ly he was not alone. His son 
searched France until he 
found a suitable container 
for the cards — a 14th cen- 
tury cuirboilli casket deco- 
rated with men and women 
playing chess and exchanging 
hearts and rings. John 
Pierpont Morgan’s collection is 
now in the museum of the same 
name in New York City. 
Thirteen of the pip cards — 
that is, Minor Arcana, excluding 
the court cards — were kept by 
Count Colleoni. Three cards were 
missing before 1903, when a detailed 
inventory of the deck was published 
in Burlington Magazine: the Devil, 
the Tower and the knight of coins. The 
final missing card, the three of swords, 
was somehow lost after this inventory, 
within the century. 


Conclusion 


The tarot are a rich source of symbolism 
and storytelling ideas, and have been used in 

roleplaying games since the earliest days of 
the hobby. Whatever use the GM decides to 
put the tarot to, he should not be disappointed. 
As role-playing games become increasingly visu- 
al, it seems a shame to ignore this easy and pow- 
erful set of images. With the added popularity of 
card-based games, tarots will continue to gain sig- 
nificance as useful and viable resources. 
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THE MODERATELY LARGE 


DO-IT-YOURSELF DANGERS IN SJG'S TOON 


he people of the tiny Village of Omelet just 
couldn’t understand why their hamlet couldn’t 
compete with the other adventuring attractions 
in the Forsaken Realms. It had a nifty set of haunted 
ruins outside of town, just like the 
Underwearmountain. It had a nearby swamp full of 
slush puppies, TV-zombies, and years of discarded 
kitchen garbage, just like Castle Greybeard. And it 
had noisy neighbours; the Smellves of Everwet. 

But despite all these quaint tourist attractions, the 
adventurers always seemed to just pass through 
Omelet without stopping for more than breakfast, fol- 
lowing the cobblestoned superhighway to the other 
dungeons in the Realms. In the midst of an expanding 
economy, the Village of Omelet was suffering the 
worst depression since the last season of pothole- 
repairs on the troll road. ; 

As the village elders (officially referred to by the 
title “Old Coots”) sat at the village picnic table and 
worried over the problem, an unassuming weasel came 
walking down the superhighway into the village green, 
wearing a long, striped overcoat, and carrying a satchel 
stuffed to overflowing with papers and forms. After 
only a moment's visual inspection of the scene, he said 
to the assembled handful, in that swarmy, whiney 
voice that only travelling salesweasels seem to have, “I 
can see ya got Trouble with a capital T, and that 
rhymes with D, and that stands for Dragon,” he 
paused, “And you don’t got one. 

“So lemme tellya what I’magonna do. 

“As everybody knows, one uh the facts uh life in 
Dungeonworld is that every town and village, no mat- 
ter how large, no matter how small, absolutely has to 
be terrorized occasionally by a marauding monster, 
preferably a dragon,” at which point the hamlet’s 
elders nodded agreement. “Unfortunately, some ham- 
lets are just too poor to attract a dragon, or the adven- 
turers and tourists that come in a dragon’s wake.” 

“At least, there used to be hamlets too poor to be 
menaced by a dragon. With the new Ace Do-lIt-Yerself 
Dragon Kit, any size town can afford t’terrorize itself, 
cause itself millions uh lead pieces in property damage, 
and make itself a mecca for uncouth louts with swords. 
All fer a measley investment of 500 LP (plus postage 
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& handling, federal taxes, state taxes, local taxes, per- 
sonal taxes, and axes taxes, where applicable). 

“The way we at Ace Industries manage to make 
such a fantastic offer at such a reasonable price is that 
we don’t sell ya the whole enchilada; we just give yuh 
the essentials. When ya come right down to it, a suc- 
cessful dragon is just a monster that breathes some- 
thin’ on people, that leaves might’ obvious tracks and 
other evidence strewn about, and that enjoys an 
overblown reputation. 

“So that’s all we sell ya. No ginormous belly to feed 
off yer livestock, no claw marks on the furniture (and 
the houses it’s in), no need for heavy taxes to raise a 
treasure trove for adventurers to come and steal, no 
chance that yer dragon will fly away to some far-off 
dragon retirement community taking all yer effort and 
lead with it, and we won't even mention cleaning up 
after them. 

“We give ya just the indispensables, plus all the 
instructions yu’ll need to turn some rumours and a few 
props into the biggest adventurer-attractor in yer zip 
code. 

“The most important feature of any dragon, real or 
replica, is its breath weapon. Yer garden variety dra- 
conid breathes the usual blast uh fire on its enemies. 
Now, whileya can always go with the tried-and-true, 
designer dragon breath is really ‘in’ this year. So we at 
Ace Industries have arranged a full selection of alter- 
native breath weapons fer you to choose from,” he 
said, whipping a handful of multi-coloured forms from 
his satchel and slapping them onto the table in front 
of the Old Coots. (See next page.) 

“Or, fer those uh ya who find yerselves unable to 
choose from the wide array of possibilities, I’m able to 
offer you some handy Ace Six-Sided Consideration 
Cubes (a 200% improvement over our Two-Sided 
Deliberation Disks), at the low, low price of 2 LP a pair. 

“But back to yer dragon’s breath. Since we can’t 
ship ya a real dragon’s gizzard-and-boiler system (at 
least, not at these prices), what we offer is the next 
best thing; a plunger-powered spray device yuh can use 
to leave the tell-tale signs of yer dragon's individual 
exhalations around the lair yu'll set up, and along any 
trails yuh care to mark. Although we don't recom- 
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mend that anyone use this prop to cause anyone 
injury, ya might even want to consider setting the 
“breather” up as a trap in the artificial lair, so that the 
first few dungeon-delvers who get Flamed, Waffled, or 
Perfumed by it will think that they've actually 
encountered the dragon, and lived to spread the 
rumor.” 

“As I said, a distinctive breath weapon is a must, 
but dragon-hunters aren’t going to encounter it unless 
they can find the dragon’s lair in the first place. For 
that, yuh gotta leave a trail that'll get them where ya 
want ‘em, passing by yer souvenir stands along the way, 
of course. 

“So, yer kit comes with a pair uh fake feet that yuh 
can use to create authentic-looking dragon footprints 
around yer village. Along with the clicd pseudo- 
dinosaur prints, yer dragon can leave some other inter- 
#s-= 2 = esting and individual tracks, selected from the follow- 
22 penis? ig Ssh . he ing list,” the salesweasel said, laying yet another form 

fice cs = | at Vesa ———— on the picnic table in front of him: 
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FORM 0733-A: FALSE 
DRAGON FEET TABLE 


(This form replaces Form 0733-B: False 
Dragon Foots Table) 





Roll 
1: Giant Reptile 


2: Giant Foogle Bird 

3: Giant Human (specify “barefoot”, 
“shoe”, or “clown”) 

4: Giant Snake 

5: Giant Truck 

6: Giant Midget (the economy option, 
like “jumbo shrimp”) 
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6”. DRAGON BREATH WEAPONS TABLE 


“Or, yuh can choose a random pair (specifying 
matched or mismatched) that Ace’ll select from its 
factory stock. As an additional option, a false tail- 









Roll 



















11: Earth 41: Cigarette Smoke (bad) track maker (an appropriately textured wheel sturdily 
12: Wind 42: Cigar Smoke (worse) mounted on an easy-grip handle designed to roll tail- 
13s Bire 43: Burning Sneaker Smoke (worst) impressions onto soft ground) can be added to yer 

Lede over Ads. Tone Cras order for the paltry additional sum of 10 LP. 
Sr pS Leer ner “Props aside, image is the most important factor in 
1 Ai Waffl oa erereoreanaae 6: ‘vane r G: attracting dungeon explorers to yer dragon. Yuh hafta 
: Wattles (maple syrup extra) 46: M ee ds offer ‘em somethin’ they can’t git anywhere else, so the 
21: Fog Si: Relish Gas reputation yu’re gonna give to yer dragon has to be 
22: Smog 52: Ketchup Gas (allows victims to fake death) more impressive than those uh yer competitors. And 
23: Glue 53: Horse Feathers the first step to a good rep is a distinguishin’ colour. 
24: Pots & Pans 54: Roach Spray (turns victim into a roach) After all, when they identify dragons, do they call ’em 
25: Lightning Boe Coconut Cream Pics Tall, Left-Handed, Cute, er even Terrifying? No, when 
26: Light Bulbs 56: Fresh Fish (reloads shipped weekly) i iia between dlitierent: types Ya ca) 
A eS aS) HEPES em Blue Dragons, Black Dragons, Brown Dragons, er 

SEE oe even Burnt Umber Dragons, fer heaven’s sake. 

32: MACE 62: Salt Spray “Now, yer typical, garden-variety dragon comes in 
33: Maces 63: Spray Paint (various colours) Fire Red color. While there’s nothing wrong with this, 
34: Perfume 64: Ace Order Forms (and a free pen!) and we do offer Fire Red as our factory-standard col- 
35: Pillows 65: Tossed Salad oration, non-standard colors can lend an air of indi- 
vidualiry to yer dragon, as well as authenticity to sto- 





ries. So, please puruse the followin’ list of tints, hues, 


= | 36: Morning Breath 66: ltty-Bitty Dragons 
i E 2 a and shades,” he said, as he produced yet another stack 
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of triplicate forms, “and order usin’ the number next to 
yer desired chromation.” 


FORM 1040-EZ: PANCHROMATIC 
DRAGON-COLOR INDICATOR TABLE 


Roll 
11: Sultry Sassafras Salmon (“pink”) 
12: Off-White 
13: On-White 
14: Tortoise Shell (with tortoise) 
15: Chartreuse 
16: Fnord (trust us on this one) 
21: Smurf Blue (we’re having a clearance sale on 
this one) 
: Lavender 
: Lilac 
: Lollapaloosa 
: Light-Absorbing 
: Verte (it’s French for green; very trendy) 
: Horiz (it’s French for blue; trust us) 
: Ultraviolet 
: Infrared 
: Supraorange 
: Megagreen 
: Operablue 
: Quasimodo 
: Stuff-On-The-Bottom-Of-A-Shoe Brown 
: Hunter's Green 
+: Hunted’s Yellow 
: Last-Bits-From-A-Bunch-Of-Paint-Cans-Pastiche 
: Prose Purple 
: Stucco (select again for color) 
: Apple Red 
: Apple Green (the same as Apple Red, but green) 
t: Cherry Red (like Apple Green, but red) 
: Lemon Yellow 
: Orange Orange 
+ Kiwifruit Green (fuzz optional) 
: Muted Melancholy Magenta (see Cherry Red) 
: Muesli 
: Smurf Blue Again (we really want to clear this) 
: Xanthic (it’s yellow, but we charge double for it) 
»: Zombie Pallor 





“And speaking of a dragon’s reputation, not all 
dragons have the same dimensions, and not all 
prospective owners have the same resources, so our 
Ace Do-It-Yerself dragons come in a variety of sizes to 
fit any cave or budget. The standard approach to drag- 
on-sizing is fer all components of yer Do-It-Yerself Kit 
to be matched to the same hyperthetical dragon, but 
particularly creative buyers might wanna specify some 
perticular abnormalities and disproportions fer their 
dragons to promote the “individual” look (such special 
orders are atta slightly higher cost than stock orders). 

“Yuh may be asking yerselves, “If we’re not actual- 


motional literature to the dragon-size you've selected. 
If we were to provide ya with the feet of a miniature 
beast, but yer advertising promised a hugantic one, yer 
customers would get a mite peeved, and since they'll 
be carting around carts uh swords, axes, voulgarme- 
guisses, and other pointed sticks, ya won't want to get 
on their bad sides. And those larger props, and that 
attention t’detail raises our administrative overhead 
like ya wouldn’t believe. 

“If you feel that ya really can’t afford one uh the 
more impressive sizes described on this form,” he said, 
laying another form on the picnic table, “we do offer a 
number of individual and economy sizes, but I don’t 
recommend ‘em for serious dragon-purchasers, such as 
yerselves.” 


FORM 7c: DRAGON SIZE 
TABLE 


(1.3 x standard cost) 
(1.5 x standard cost) 
(1.7 x standard cost) 
4: Hugantic (2.0 x standard cost) 
5: Bigtastic (3.0 x standard cost) 
6: Fancredible (delivered in two shipments) 
(5.0 x standard cost) 


1: Big 
2: Really Big 


3: Ginormous 





“And, of course, intermediate sizes, like Fantastic 
(midway between Bigtastic and Fancredible, yuh 
know), are available as special requests, but there’s a 
modest service charge placed on these orders. 

“And finally, not all first-time dragon-owners have 
enough experience in this business to give their men- 
ace a properly terrifying name. As a special bonus, 
absolutely free to you, Ace Industries provides this 
handy Dragon-Naming Table to use as a spur to yer 
own imaginations, or when ya need a sure-fire name in 
a hurry. Simply pick one name from Column A and 
another from Column B to produce an appellation 
guaranteed (for the terms uh the guarantee, see the 
Toon Ace Catalog, p. 6) to evoke appropriate levels uh 
terror in the hearts and minds of all dungeoneers.” 


FULLY FREE (FORMERLY HALF-A-GROAT) | 
DRAGON-NAMING TABLE FORM 


Column A Column B 
l Thermo Fax 
2 Puff the Magic 
3 Draco Fred 
4 Inferno the Great 
5 Smaug/Faug/Baug 
6 Barney 


- SNEW! 


the (insert dragon size-class) 
the Mind-Corrupting 
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His spiel apparently finished, the salesweasel fell 
silent, panting softly as the town elders discussed the 
offer in a bulky huddle. A few seconds later, having 
given the matter all the deliberation it needed, they 


ly buyin’ a real dragon, why should we hafta pay extra 
fer a bigger fake one?”, and I’m glad yuh asked that 
question. When we at Ace Industries process yer order, 
we hafta properly scale all uh the props and the pro- 
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rushed to the stack of forms and began rolling 
Deliberation Cubes, checking boxes and signing 
waivers with reckless abandon and a glaze over their 
eyes. In much less time that it had taken the weasel to 
describe their options to them, the Old Coots had all 
the forms completed (in triplicate) and messily stuffed 
into the pre-addressed envelope the weasel had pro- 
vided them. 

“But before ya lick those stamps,” the salesweasel 
interrupted, halting the elders in mid-lick, “Let me 
acquaint ya with our Deluxe package. Along with all 
uh the features in the standard Ace Do-It-Yerself 
Dragon Kit, the Deluxe package includes such value- 
added extras as an assortment uh loose scales 
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(matched to yer colour and size selections) that can be 
left strewn about the valley as clues for dragon- 
hunters, sewn into decorative shields (Ace Industries 
takes no responsibility fer injuries suffered while using 
such items as actual armour), or even made into shoul- 
der pads for stylish lady’s gowns (all the rage in Peoria, 
dontchaknow). In addition, the Deluxe package 
comes with an artist’s rendering of yer customized 
dragon’s apparent appearance, suitable for Wanted 
posters or to mount over the hearth at yer local adven- 
turers’ hostel.” 

“And speakin’ uh Wanted posters, the Deluxe 
package includes a complete tabletop publishing kit, 
includin’ blank Press Release forms, Wanted posters, 
and Advertising flyers that ya need only complete 
with the details of yer ‘dragon problem’. And, if ya 
order before the Vernal Equinox, yu'll also get the 
Concise Ace Terrified Peasant Acting course in three, 
easy lessons. How can ya go wrong for only an addi- 


tional 33 1/3 LP” 
of as eo ae 

Three-to-six weeks after the weasel in the striped 
overcoat passed through, a cart led by enough centaurs 
to pull a beer wagon pulled up on the village green. 
Unhitching themselves, the centaurs swiftly unloaded 
an assortment of crates on the grass, while their fore- 
man pointedly presented an invoice to the mayor for 
his initials. And less than a month later, the people of 
Omelet had learned how to operate their arcane 
machinery, had placed classified ads in all “Wanted, 
Dragon-Slayers” sections of the major papers, and had 
set up the concession stands. And then it happened... 

A seemingly-endless horde of uncouth barbarians 
descended on the village, trampling flower beds, dig- 
ging new wells in people's living rooms in search of 
buried treasure troves, tearing-up park benches and 
hitching poles to make torches for their spelunking... 
and spending lead piece after lead piece on cold 
lemonade after hot afternoons questing, flimsy t-shirts 
to take home to the kids, and portraits painted with 
them standing over their “conquered prey” as “proof” 
to any scoffers back home that they had defeated the 
legendary Infernofax the Moderately Large in single- 
combat. 

The gutters were littered with the bodies of drunk- 
en mage-mice, children were kept up to all hours of 
the night watching the fighter-dogs doggedly search- 
ing for the non-existent dragon, innocent bystanders 
were repeatedly accosted by badgers badgering them 
about the whereabouts of the non-existent treasure, 
and rumors had started to circulate about the forma- 
tion of a Thieves’, Assassins’ and Salespersons’ Guild. 
There was even a motion being considered by the Old 
Coots to change the village’s name from “Omelet” to 
“Quiche” to reflect its newly-elevated status. Yes, the 
Village of Omelet had finally hit the big time. 

When along came an unpretentious squirrel, wear- 
ing a long, striped overcoat, and carrying a satchel 
stuffed to overflowing with papers and forms... @& 
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by Chris Pramas 





A rahgZO) (SEM 


” 


Fiction from the world of Ronin Publishing’s Whispering Vault. 


Domain. When I| consider all the wondrous 

and horrid things I’ve seen since my ascen- 
sion, | find it hard to think of my mortal life. My 
hopes and fears then seem so petty when com- 
pared with the staggering importance of my mis- 
sion as a Stalker. My brethren and I are all that 
stand in the way of the corruption of the Dream 
and the end of this Cosmic Cycle. It is an oner- 
ous and humbling responsibility. We garner 
strength, however, from our lives as mortals, 
within the Dream. Those that forget that once 
they too were flesh are not fit to be Stalkers. 
Therefore setting down the details of my mortal 
life is no frivolous task but a necessity. Every 
Stalker has a story to tell. This is mine. 

I was born into the Dream in the year 275 of 
the Common Era. Of my childhood, there is little 
to say, except that | was brought up in the city of 
Thebes and well-educated on the orders of my 
father. He was wise enough to realize that my 
mind had a philosophical bent and, despite the 
fact that | was woman, he sent me to the great 
city of Alexandria to live and study. It was there 
that my life truly began. 

I can scarcely describe the chaotic brilliance 
that was Alexandria. I lived in the Temple of 
Muses with other scholars and together we 
probed the mysteries of the universe. 
Neoplatonists, Chaldean astrologers, Persian 
Magi of Zoroaster, Christian gnostics, and even a 
few Indian yogi rubbed shoulders and debated on 
the street corners. I soon fell under the influence 
of the brilliant Zosimos of Panoplis, a pioneer of 
Hellenistic Alchemy or, as we called it, the 
Sacred Art. Zosimos introduced me to the writ- 
ings of Hermes Trismegistus, Bolos of Mendes, 
Democritus of Abdera, and Maria Prophetissa. | 
was an ardent student and felt that | had found a 
worthy mentor in Zosimos. 

I will not bore you with details of the non- 
sense that we pursued so studiously. The chemical 
aspects of the Sacred Art were superfluous and all 
of our experimenting with natural tinctures and 
boiling metals brought little understanding. The 
philosophical side of the art, however, proved a 


i write these words from the sanctity of my 
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richer vein to mine. Zosimos advocated a kind of 
Hermetic ascetetism, or as he called it, withdraw- 
ing into yourself. By resisting desire, pleasure, 
anger, and temper, you could transform yourself 
and achieve the perfection of your soul. Even 
now, | remember his words to his sister 
Theosebeia. “When you are sure of having 
become perfect, spurn the elements of matter; 
seek refuge in your shepard, and, immersed in 
meditation, you will ascend to your origin...” 

Having spent many years under the spell of 
Alexandria, | decided in 305 CE to spend some 
time traveling, in the hopes of increasing my 
understanding of both the world and, more 
importantly, myself. | determined to trek to far- 
away India, following the footsteps of Alexander 
the Great. Little did | realize how closely my fate 
would parallel that of long-dead Alexander. 

The journey started disastrously. On a ship to 
Tyre, I fell desperately ill. The crew nearly threw 
me overboard because my feverish rantings had 
them convinced that I was possessed by evil spir- 
its. Even now, I’m not sure they were wrong. 
Something happened to me on that journey and 
when I recovered | was indeed transformed. 
When | arrived in Tyre, I felt that | could truly see 
for the first time. At first, | thought I might be 
going mad. | saw things out of the corner of my 
eye that defiend nature, but when I turned to 
look they were always gone. In a city as crowded 
as Tyre, it was easy to convince myself that my 
mind was playing tricks on me. 

I soon left Tyre, however, and continued my 
journey east. I passed through great Damascus, 
where | had intended to linger for awhile. 
Something, however, impelled me forward and | 
had only the briefest of tastes of that cosmopoli- 
tan city. Soon | crossed into Persia and it was here 
that | had my first encounter with the Unseen. 

Despite the advice of my friends, | was travel- 
ing alone. Foolish in retrospect, but I had spent 
too many years lost in contemplation to admit 
the harsh realities of everyday life. As I crested a 
small hill, | came upon a gruesome sight. It was a 
battlefield, the awful remnant of some nameless 
skirmish between the Romans and the Persians. 





The dead were everywhere, their bodies bloating 
in the hot sun. The stench alone almost brought 
me to my knees. But that was not the true horror. 
In the midst of the corpses | saw a creature of sav- 
age visage. Perhaps once he had been a man, but 
now he looked like a beast from the darkest cor- 
ner of Hades. He squatted amongst the dead, rip- 
ping open the corpses and doing upspeakable 
things to the remants of the brave soldiers. Bile 
rising in my throat, | fled from the scene before it 
noticed me. My world had just been changed. 

As I stumbled through the countryside, my 
mind tried to grapple with what I[ had just seen. 
Suddenly, the perfection of my soul seemed a self- 
ish and pointless goal. Of what use was all of my 
speculation when creatures such as this preyed on 
humanity? How could I think only of myself 
when such things were loose in the world? Awash 
in confusion, | made my way to Baghdad. 

In Baghdad I had friends, magi of Zoroaster 
who had visited far off Alexandria. They were 
happy to see me, but grew concerned as | related 
to them tales of my travels. As I told them the 
story of the battlefield, | saw recognition in their 
faces, though they tried to conceal it at first. 
Eventually, I forced them to admit what they 
knew, which as it turned out was little. They 
called these creatures demons but could not agree 
on where they came from. They only knew that 
the beasts were a threat, so they had developed 
magicks to defend themselves. They told me that 
my sickness on the ship had awakened in me the 
abilitiy to perform such magicks myself and when 
they offered to teach me, | eagerly accepted. | 
spent the next many months there in Baghdad, 
learning at the feet of the magi. During that time, 
my senses became more keen and I began to real- 
ize that Unseen creatures were everywhere. Some 
were threats and some benign and | learned to tell 
the differences between the two. More impor- 
tantly, I learned of magick. 

At the time | had no inkling of the power that 
I was manipulating. Only much later did I learn 
that mortal sorcery is a dangerous manipulation 
of the Dream. But in Baghdad, I felt as if I were 
mastering the very forces of nature. And when | 
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had learned all the magi could teach me, | decid- 
ed to continue my journey east. My friends were 
distraught that | wanted to leave but they did not 
try to stop me. Instead, they gifted me with a 
companion to make my travels easier. His name 
was Hassan. In addition to being a skilled warrior, 
he was extremely well-traveled and spoke many 
tongues. | was never quite sure why he agreed to 
accompany me, but | was soon grateful that he 
did. 

Hassan and | left Baghdad in a parting not 
without emotion, and trekked together towards 
India. Perhaps it was the times, or perhaps it was 
fate toying with us, but the Unseen seemed to be 
everywhere. We did what we could but were only 
two against many. [n one village | banished a 
malevolent spirit was was sucking the life out of 
newborn babes. In another Hassan did battle with 
a eyeless woman with a cruel blade, and through 
his skill sent her screaming back from whence she 
came. These victories were hard won and duly 
celebrated, but the further east we traveled the 
more [ began to feel uneasy. When we finally 
reached India, | could scarcely sleep, so overcome 
was | with premonitions of doom. Hassan tried to 
comfort me, but even his strong arms could not 
drive the feelings away. An attack by bandits 
seemed to confirm the worst, but as often hap- 
pens it was a mundane occurance and the bandits 
were quickly beaten off by Hassan’s stalwart 
defense. Bandits, like the Unseen, prefer prey 
that does not have teeth of its own. 

Ir still pains me that I could not spare more 
attention to the lands of India..I1 had gone 
through so much to get there, but events over- 
whelmed me soon after my arrival. I had only the 
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A Stalker's Tale 


briefest glimpse of India’s many faces before des- 
tiny grabbed hold of me. 

Hassan and | had traveled all day and we were 
exhausted. Spying a village up ahead, we has- 
tened to reach it before darkness engulfed us. 
When we arrived, we could see one, nor hear any 
sound. Hassan slipped his blade free, and | pre- 
pared magicks as we crept forward. Soon we 
reached the center of the village and there we 
found its inhabitants. Some twoscore villagers lay 
in the darkness, dead in silent ranks. They looked 
to have killed each other, and many still clutched 
neighbors as if they grappled with mortal foes. | 
could still see hatred in their glassy eyes, and their 
dead hands gripped bloody daggers tightly. 

As I walked amongst the corpses, | noticed 
that they were arrayed around an idol of some 
sort. Approaching slowly, I spied a squat stone 
statue of a bloated and demonic entity. The clos- 
er | came to this hideous thing, the more my con- 
centration wavered. My mind was filled with 
unholy thoughts, thoughts of bloodshed and red 
death. I stared at Hassan and could think only of 
killing my companion. | summoned the magick 
within me, ready to smite my friend down, but 
the flow of power through my body cleared my 
mind, and | directed my wrath at the statue 
instead. Instantly, the spell was broken and the 
idol cracked down the middle and howled in 
pain. 

| stood and stared at the broken statue, mes- 
merized as thick blood oozed from its cracked 
body. Desite Hassan’s shouted warning, | 
approached it and could not resist touching this 
thing of evil. | pulled my hand away frantically 
when I felt the yielding of flesh instead of the 
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cool hardness of stone. I didn’t know what this 
abomination was, but | knew | must destory it 
utterly. Before | could even consider the problem, 
a luminous cloud descended from the starless sky 
and engulfed the fallen idol. When the cloud dis- 
sipated seconds later, the statue was gone. Hassan 
and | stood alone amongst the dead. We knew 
without speaking that we had found a new foe, 
and one who would not be so easily banished. 





Over the next few days, Hassan and I bent 
ourselves to the grim task of burying the dead vil- 
lagers. As we lowered each corpse into its grave, 
trying not to contemplate the brutality of the 
wounds, | thought about what | had seen and how 
I might stop it. Answers were slow in coming, but 
burying an entire village is no quick task, and by 
the time we were finished | had worked out a 
plan. 

| knew that powerful magicks were fueled by 
the Essence of living things and were themselves 
alive. Heartless sorcerers throughout the ages had 
used the liteblood of their fellows to power 
enchantments, the more blood spilt the more 
powerful the enchantment. The amount of blood 
gathered from a whole village was staggering, and 
I couldn’t even begin to fathom what the mind 
behind this massacre had planned. | only knew 
that this ritual, whatever it was, must be stopped. 

The evening that we finished the burial, | 
prepared a ritual of my own. By the light of the 
moon, | spoke forbidden words and used a dagger 
to cut open my left wrist. Hassan offered me his 
hand without a word, and | cut him as well. As 
our blood dripped onto this ground so recently 
stained with the that of innocents, the wind 
whipped up furiously and drove us to our knees. | 
continued chanting as the wind grew ever more 
frenzied, and soon an inhuman howl tore across 
the village. Hassan looked at me, and I knew he 
wondered if | had lost my wits. Having no time to 
reassure him, lest one missed word spell our undo- 
ing, | held the bloody dagger high and shouted 
the final words of the enchantment. 

The wind stopped as suddenly as it had begun. 
As quiet once again settled on the deserted vil- 
lage, | became aware of another presence. Hassan 
sucked in his breath as he saw what | had sum- 
moned. Padding into the center of the village was 
a huge black dog, demonically savage in visage. It 
easily stood five feet at the shoulders and it’s 
gleaming eyes radiated malevolence. Snarling 
and snapping, the beast stopped its advance a few 
feet from us. Hassan had pulled his blade free, but 
I motioned him to put it away. I knew this crea- 
ture and I was it’s master. For now, at least. 

Regarding the devilish mastiff, | spoke the 
words of power. “You have been brought to his 
place to serve me. Do my bidding and I will send 
you back to whence you came. Cross me and | 
will destroy you utterly!” 

The creature and | locked eyes. Pouring my 
will into my enchantment, | beat down its last 
defenses. With a pitiful cry, the mighty beast 
dropped to the ground in a gesture of submission. 
The enchantment was complete. 
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Hassan looked at me with new respect in his 
eyes. “What is that... thing?” he asked with dis- 
Taste. 

I smiled, and replied, “It’s best not to know the 
answers to some questions, Hassan. Suffice to say 
that this creature will help us find our quarry.” 

My companion looked rather dubious. “How 
is that going to help us?” 

In answer | walked over to the beast and 
began to stroke its bristling fur. Holding out my 
still-open wound, I let giant dog lap up some of 
my blood. As it did so, I whispered in his ear. 
“Smell this place, my servant. Smell the hate. It 
is all around, and potent enough even for you.” 

The great beast snorted and sniffed. “Do you 
smell the hate?” I prodded. It raised its head high 
and howled by way of reply. “Good,” I said, “now 
tind the hate. Did you hear me? Find the hate!” 

The hound leaped to its feat, and ran off into 
the darkness with a howl. Gathering up my 
belongings, | turned to Hassan and said, “Now we 
have but to follow.” I didn’t tell him that I had 
never used such magick nor that | didn’t know 
how long my enchantment would last. After all, a 
sorcerer must have some secrets. 





The Hatehound, as we came to call my beast, 
did its work well. | knew that if other villages 
were attacked in this way, such a concentration of 
hatred would surely draw the hound to them like 
a moth to flame. | was right. 

A scant two days later we came upon another 
village like the first. Dead bodies everywhere, the 
whole population consumed in an orgy of destruc- 
tion. Of the statue there was no sign, which wor- 
ried me. Fearing that we were not proceeding fast 
enough, | convinced Hassan that we should leave 
the bodies for others to bury and continue on. 
The Hatehound ran tirelessly, on and only 
through the connection of my enchantment did 
we continue follow it. The trail lead us away from 
India, which pained me sorely, but did not deter 
me from my course. Over the ensuing weeks, we 
found another murdered village, and then anoth- 
er. And it seemed that no matter how quickly we 
hurried, we were always too late to save the inno- 
cent. This weighed heavily on me, and | consid- 
ered using magicks forbidden by my Magi teach- 
ers. Thankfully, | was spared this decision by the 
onrush of fate. 

By this point, my Hatehound was a good three 
days ahead of us. I could feel that it had stopped, 
but where | did not know. Hassan and | continued 
warily and on morning of the third day we 
entered a vast area of ruins. One look at the fall- 
en walls told me where this trail or murder had 
lead us: we had arrived in Babylon. 

As we climbed over the mossy ruins and tum- 
bled masonry, | contemplated the once great city 
and how it had fallen into nothingness. Was this 
the nature of Man? To create great works, only to 
have them destroyed and forgotten? Perhaps this 
was why Zosimos, my old mentor, sought the per- 
fection of the immortal soul. Was not all else 
transitory? 

I stopped in mid-thought and had to laugh at 
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myself. It was not as easy as I had thought to 
shake those years in Alexandria after all! Here | 
was, about to face the gods know what in a mor- 
tal confrontation, and | was pondering the per- 
fection of the immortal soul. It appeared I was 
still more philosopher than mage, despite my new 
powers. Thrusting thoughts of the nature of Man 
aside, | set my mind back to the task at hand. 
Now was the time for action. 

Crossing under a broken archway, Hassan and 
I entered a large square. There sat my Hatehound, 
and he was not alone. 

Standing next to my servant was a large man 
in the scarred armor of a Roman Centurion. He 
held a bloody sword in his hand looked with plea- 
sure over the field of dead Roman soldiers arrayed 
about him. | did not fail to notice statues such as 
we had seen in the village, a dozen of which lined 
the square. As we approached, the Centurion 
smiled at us and said, “So my dogged pursuers 
arrive at last. I’m afraid that you're far too late, 
my little sorceress.” 

“T don’t know what you plan to do, Roman,” | 
said, trying to keep my voice steady, “but the 
killing must stop.” Hassan unsheathed his sword, 
and nodded in silent agreement. 

“What I plan to do, you insects, is take back 
what is mine,” he said calmly. 

“And what might that be?” asked Hassan, 
gripping his blade tightly. 

“Are you blind?” he asked incredulously. 
“Look around you, at the greatest city the world 
has ever known. Babylon was once mine, you see. 
Mine! And now it will be again!” 

“You're mad,” I scoffed, “the city lays in ruins.” 

The Centurion locked eyes with me and | 
shuddered for I saw no humanity behind his stare. 
“You know nothing, mortal. Watch and learn!” 

I felt the rush of power as the Roman drew 
Essence into himself. The he thrust his sword into 
the ground and screamed an unearthly cry. As his 
blade drove into the earth, the ground shook vio- 
lently and Hassan and I were knocked off our 
feet. The Centurion, his eyes darting madly 
about, gestured wildly with his hands. Then he 
thrust his arms skyward. As he did so, the earth 
split asunder and ereat pillars of hewn stone 
pushed up from below, fully formed and shining 
in the sun. 

“You see!” shouted the Roman ecstatically, 
“Babylon will rise again!” 

As he spoke, whole buildings began to break 
through the earth, roads reformed, and even gar- 
dens began to grow. With a sinking feeling, | real- 
ized that no human could perform a feat such as 
this. This was no Centurion, that was certain. 
The question was, what was he? 

We sprang to our feet. Hassan rushed forward 
as | prepared my most potent Banishment. As 
Hassan ran towards the foe, my Hatehound sud- 
denly came to life. With a growl, the mighty beast 
threw itself at my companion. Cursing to myself, 
I knew that my control had been usurped. 

“Damn you!” I shouted above the din, “I cast 
you back to whence you came!” My Banishment, 
fueled by my anger and my Essence, should have 
sent the Roman running. He just stood there 
laughing. 


HexPaper (>) 
Generator 


( Ver 1.0 


Print customized 
hexpaper from your own 
computer! Choose the 
hex size or the number 
of hexes per row. For 
IBM systems running 
Windows 3.1 or 
Windows For 
Workgroups 3.11. 
Easy installation 
from two 3.5" disks. 
Only $5.95. 


Celtic Cottages by 
Cast of Thousands 


15mm resin buildings 

ready to paint. Perfect 

for fantasy or historical 
wargames. 


Irish (shown) $5.95 
Scottish $5.95 


We pay shipping! 
Send check or money 
order to: 


Archer Books 
and Games 
P.O. Box 27686 
Tempe, AZ 85285-7686 
(602) 756-2671 





67 


Survival of the 
Witless 


Publish or perish - or 
just get even! In this 
fast-paced card 
game players at- 
tempt to gain the ul- 
timate treasure: ten- 
ure at a modern American univer- 
sity. Try to gain status and complete 
your book while dodg- 
ing the race card, teach- 
ing awards and UFO 
abduction. Not for chil- 
dren under 10 or profes- 
sors over 50. Boxed, 
$28 (US shipping in- 
cluded), VISA/MC. | 
Avalanche Press, Ltd. 
PO Box 4775 
‘Virginia Beach, VA 23454 
757-481-3655 
AvichPress@aol.com 














“ Academic 
Freedom” 



















You loudly chant 
“Academic Freedom, 
Academic Freedom’ as a 
mania aganct al evi, 
| Surprsingly, it still works, 
May be ep ad any lime 
(éven out of tum). Cancels 
the effect. of fast card 

























See our page on the World Wide Web: 
http://www.net-gate.com/~gamesusa 
The dreadnoughts are 
atsed... aia YOu 
are in command! 












Lead the fleets of nine WW1 
powers onto the Mediterranean 
Sea in the best-selling military 

history boardgame of 1996, The 

Great War at Sea Volume One. 

8 pages of rules. 50 scenarios. 3 | 

| maps. 460 full-color game pieces. 

| Boxed, $48 (US shipping included; 
add $9 elsewhere), VISA/MC 

accepted. 











Avalanche Press, Ltd. 
PO Box 4775 
Virginia Beach, VA 23454 
757-481-3655 
AvichPress@aol.com 
See our page on the World Wide Web: 
http://www.net-gate.com/~gamesusa 









68 


A Stalker’s Tale 


“I would find your ignorance amusing were 
you not such a nuisance,” he chided. “Now, 
begone!” Lifting his arms, he cast his hands out- 
ward. In an instant, | was blasted off my feet by 
torrent of spinning glass. | screamed as a hundred 
pieces of sharpened glass tore into my skin, and 
shuddered as | was smashed into a pillar by the 
force of the blow. | felt my bones shatter on 
impact and slid to the ground in agony. 

It is a wonder I remained conscious at all. My 
head swam with pain. | could see the city of 
Babylon reforming around me and the Centurion 
laughing giddily in its midst. Of Hassan there was 
no sign. | prayed that he made good his escape, 
for there was nothing he could do against such 
power as this. 

As | lay there, broken and bleeding, | realized 
that my life was slipping away. All of my studies 
and all of my power had only served to get me 
killed. And suddenly it hit me. | laughed aloud, 
gurgling blood in my ruined throat. | had left 
Alexandria to follow in the footsteps of 
Alexander the Great and now I was getting my 
wish. Alexander had died in Babylon, and now so 
would I. 

Then I saw them, four Persian soldiers run- 
ning through the shuddering city. | tried to shout 
a warning to them, but I could no longer speak. 
No mortal weapons could harm the mad Roman 
and | knew the Persians were doomed. Cursing 
my weakness, I prayed for a swift death for these 
brave soldiers. 

But when the Persians attacked, | saw fear in 
the face of the Centurion. As their arrows drove 
into his flesh, and their swords cut into him, he 
screamed in frustration. He lashed back with his 
sword, but could not go on the attack with four 
foes to contend with. Finally, one of the Persians 
took his curved blade and sliced the Centurion’s 
throat. The Roman staggered back, blood pouring 
from his neck. | smiled, content to know that the 
my enemy had been slain before my own death. 

My rejoicing proved to be short-lived. The 
body of the Roman did not fall to the ground like 
the corpse it should have been. Instead, it stood 
motionless for a second and then exploded out- 
ward in a shower of blood, flesh, and entrails. 
And standing in its place was a creature out of the 
worst of nightmares. | recognized it immediately 
from the bloated statues that had slain so many 
villagers. Here was the being depicted in those 
idols, an enormous demonic thing with pustulent 
skin, a lashing tongue, and jagged claws. 

I screamed inside for the soldiers to flee, but 
they stood firm. And as one, they shed their flesh 
in a pyrotechnic flash. When | saw the image of 
the Persian soldiers explode into a thousand col- 
ors, | thought [ had gone mad, or was just hallu- 
cinating before my demise. But facing the demon 
were four otherworldy beings of obvious power 
and | could not deny them. One floated in the air 
on wings of fire while another drove forward its 
sleek metal body with powerful lunges that 
scarred the earth. Another appeared to be naught 
but a black robe and whirling blade, while the last 
shone with the light of a star. 

As | watched, these four mighty beings 
engaged the demon in furious combat. I can 


scarcely describe the ferociousness of that engage- 
ment, as foes of obvious hatred clashed in the 
half-formed city. Swords sparked, claws gouged, 
and fire flew threw the air. The demonic tongue 
lashed about and screams and battle cries in lan- 
guages that didn’t exist filled the air. At long last, 
the demonic creature fell to the earth, cut, 
burned, and bleeding. His mighty claws could 
only twitched uselessly as my four saviors sur- 
rounded their fallen enemy. 

I could not see what they did then, but they 
stood over the body for slow minutes, seemingly 
in intense concentration. When they stepped 
away, the demon was simply gone. The metal 
man now held a glowing orb in his hands. Was 
this all that remained of the demon? 

| closed my eyes and prepared to die. At least 
the villagers had been avenged. Then | felt a 
warm hand on my bloody cheek. Opening my 
eyes, | saw the black robed stranger kneeling next 
to me. Now that he was closer, | could see that he 
did have a face, though it was largely hidden in 
shadow. Only his eyes gleamed from inside his 
robes, casting an eerie red light on his counte- 
nance. 

“Sister,” he said gently, “I do not need too tell 
you that you are dying.” | nodded numbly. “You 
can die here if that is your wish,” he continued, 
“or you can come with me and become one of us. 
Women of such bravery and understanding are 
always welcome amongst our ranks.” He paused 
to let that sink in. “But know this: if you do come 
with us, you can never go home and you'll never 
see your friends or family again. 

“What is your choice, sister!” 

[ thought about my father, my friends in 
Alexandria and Baghdad, and dear, dear Hassan. 
But there was nothing more [ could do here 
except die. | knew Zosimos would be greatly dis- 
appointed that I never came back to Alexandria 
to withdraw into myself and achieve the perfec- 
tion of my soul, but I hoped in time he would 
come to realize that I had to take a different path. 

I looked into the eyes of the black-robed 
stranger and he knew my answer. 





And so my savior, who is known as the 
Prophet, took me away from my world, or as he 
called it the Realm of Flesh. He took me with him 
to the Unseen world, the source of life and the 
Dream known as the Ream of Essence. Here | 
shed my flesh and became a Stalker, an immortal 
hunter of the enemies of mankind. It is ironic 
that by ignoring the words of Zosimos | achieved 
his most fervent desire. For by losing my flesh, did 
I not spurn the elements of matter? By joining the 
Stalkers, did I not take refuge with my shepherd? 
And by leaving the Realm of Flesh, did I not 
ascend to my origin? 

| have sometimes wished that my travels as a 
Stalker might take me back to that magic time in 
Alexandria, where I can meet with Zosimos once 
again and tell him of my ascension. But I have 
new masters now, and new foes, and there is no 
time for such sentimentality. For now I know the 


truth, and knowledge burns. @ 
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SURVIVAL OF THE WITLESS 
¢ PUBLISHED BY AVALANCHE PRESS 


¢ BOXED SET 
¢ $28.00 


e REVIEWED BY MARCELO A. 
FIGUEROA 


I find it hard not to show any interest in a game 
that has such slogans as, “Knowledge is nothing, 
tenure is everything!,” and “Hear no evil, see no evil, 
speak no evil, but write it all down!” Yes, Survival Of 
The Witless is exactly what the anonymous people at 
Avalanche Press say it is: “A wild, no holds barred 
game of tenure politics.” Rumor has it that the design- 
er of the game wants to remain anonymous is because 
he/she happens to be a college professor, and doesn’t 
want to incur the wrath of his/her colleagues for their 
irreverence, 

Each Survival player takes on the role of a college 
professor trying to get tenure. The game really needs 
at least three players, but the more players you have, 
the better. Each player is dealt four cards, one from 
each of four categories that will define as to who the 
player is (Gender, Social Background, Sexual 
Orientation, and Racial Status). Then the players deal 
off cards representing the five members of the tenure 
committee from the sixteen provided. Each commit- 
tee member is named, along with a list of their biases 
and preferences, their sexual orientation, politics 
(right or left), and gender. 

At this point, each player takes one of the influ- 
ence track sheets, which lists all of the potential com- 
mittee members, and the players influence with them 
(a die roll modifier from -5 to +9). Based on what type 
of defining cards came up for each player, your initial 
hand of Action Cards will be drawn (yes, “white het- 
erosexual hereditary academic males” start with the 
most cards), and then based on who is sitting on the 
committee, starting influences are charted. The play- 
er with the most cards in their starting hand begins 
the game. 

Play proceeds in rounds of playing Action Cards 
which represent the dirty back-stabbing deeds that 
most professors would stoop to in order to achieve 
their goal. The object of the game is to play ten 
“Writing” cards, and a “Book Contract” card, because 
you can’t get the committee to vote for your tenure 
until you do. However, early in the game it’s useless to 
try to get the vote. You simply won’t have enough 
influence. That’s where the play of cards like “Ass 
Kissing,” “Seduction,” and “Political Statement” come 
in handy. These cards are used to increase your influ- 
ence with the members of the committee. There are 
whole slew of other cards that deal with specific situa- 
tions to balance it all out. 

There are a few optional rules to play with, but the 
only one | found of any use is the chance of a failed 
tenure candidate “going postal.” Yep, you guessed it. A 











tenure candidate may roll the die after failure, and if it 
comes up a “6” they can go on a killing spree of the 
arrogant pigs that denied them tenure, but this does 
cause that player to lose a rather significant amount of 
influence with the members that survive. The ones 
that don’t, get replaced at random by another of the 
sixteen professors. 

Although [ do thoroughly dig on this game, I do 
have a few gripes. The first is in the text of the cards. 
There is a lot of use of the word “your,” but nowhere 
in the rules does it state in what context this is used 
(meaning the player using it or the player it is used 
against). The second is in the quality of the cards 
themselves, which come on card stock sheets with 
perforations to separate them. The last problem | had 
was with the victory condition. The rules state that 
the game ends four turns after the first player receives 
tenure. Really, what’s the point! This isn’t the kind of 
game where second place matters, and there are no 
ways to take away a person’s tenure once they have it. 
The group I played this with simply decided that it was 
over when someone got tenure. 

Survival Of The Witless is the first attempt away 
from the realm of traditional hex/counter war games 
by Avalanche Press, and lI’d say that they came 
through in spades. They have already established 
themselves as producers of high quality war games and 
even with the problems | had with it, they don’t 
detract from the playability, re-playability, and enter- 
tainment value of this game. This is surely the kind of 
game that belongs in a collection for those nights 
when your game group doesn’t want “the same ol’ 
thing.” Sometimes parody games or games that poke 
fun don’t cut it by being overly harsh in their irrever- 
ence or not playing well or both. Survival Of The 
Witless is certainly the type of game that pokes fun, 

and plays well. 
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DARK HORIZON: ESCAPE 
e BY KEVIN BRUSKY 


¢ PUBLISHED BY APE GAMES 


¢ BOXED SET CONTAINING ONE 30 
PAGE RULEBOOK, 45 FLOOR PIECES, 
LOTS OF COUNTERS, AND 10 
MINIATURES. 


e REVIEWED BY LOREN B. DEAN 


The cyberpunk genre has always been one of my 
favorites to game in. Big guns, mass carnage, gratu- 
itous property damage... all the things every red- 
blooded gamer knows and loves. Tabletop cyberpunk 
can be even more fun, since players actually get to 
walk little figures around and knock them over when 
their limbs get blown off. Dark Horizon: Escape is pri- 
marily based on this premise of three-dimensional 
carnage, and it delivers in spades. 

The game is ideally suited to two players, but 
could lend itself to groups of up to six or eight safely. 
One side plays a group of hardened edgerunners, who 
work for a resistance movement call PUNT, fighting 
the tyranny of corporate rule. Specifically, they're 
fighting Talobar Technologies, the game’s Evil 
Faceless Corporation™ which has apparently devel- 
oped some sort of super-evil weapon and is preparing 
to unleash it on the world. The edgerunners have to 
stop Talobar by destroying the weapon’s prototype; 
the other side plays the Talobar CorpGuards, who are 
paid by the body and therefore can be trusted to do 
their best to stop the freedom fighters of PUNT. 

The action is fast and furious and the game’s 
mechanics are easy and fluid. Each turn is broken into 
a number of impulse phases; each character has an 
Action Point total, which determines the impulse 
phases that he or she is allowed to act in. Ranged 
Combat is determined with the simple use of two six- 
sided dice. Every weapon has a base range, base dam- 
age, reload time (measured in impulse phases), and so 
forth. All very simple. 

The close combat rules are even easier — each 
player involved secretly selects a move from a deck of 
cards, then all cards are revealed simultaneously. If 
you think the other guy is going to punch, you select 
a block card, and so on. 

Unfortunately, even simple mechanics like these 
have their weak spots. For instance, a character can 
easy have an arm blown off and keep right on going. 
Big guys could feasibly lose both arms and keep run- 
ning full tilt towards the exit. And the legs? You can 
still do everything you otherwise could; you just can’t 
move. Our play-test group had one-legged guys per- 
forming high spin kicks and other equally preposter- 
ous acts. Silly? Sure. Outlawed in the rules? Well... 


REVIEWS 


no. Despite such lapses, however, the rules are clear, 
concise and well-suited to the game. 

Mechanics aside, games like DH:E rise and fall on 
the quality of their materials. DH:E has its strengths 
and weaknesses here as well. It’s greatest assets are its 
playing surface and pieces. It comes with several 
sheets of die-cut cardboard floor parts, which can be 
fitted together in any number of combinations. The 
result is deceptively simple; a lot of thought was 
placed in their design and it shows. The game also 
comes with ten metal miniatures from Grenadier’s 
Future Warriors line. The majority of the figures look 
sharp, and painting enthusiasts will get their money’s 
worth on them alone. 

On the downside, there’s a stack of pre-printed 
UV-coated cards for each character. The idea is to 
write on the cards with a dry-erase marker (there's 
one provided), and be able to wipe them clean for the 
next game. It’s admirable in theory, but the ink tend- 
ed to leave shadows on the surface. After three or four 
games, the information on the cards became harder to 
read. A gummed pack of blank sheets, or some pho- 
tocopiable originals would have done the job much 
better. To their credit, however, the APE stock-mon- 
keys included an order form for individual replace- 
ment parts in the set, so you can send for more cards 
if the first set gets too dirty. 

None of these problems, however, obscure the 
solid foundation of this game. APE’s got a solid prod- 
uct here, and gamers looking for a good time can eas- 
ily get past some of the minor problems. Dark 
Horizon: Escape promises carnage, and carnage is 
what it delivers. For a quick break from the ordinary, 
DH:E can quickly pass the time. 





DARK HORIZON: ESCAPE. 
IS ANEW CYBERPUNK MINIATURES 
GAME FROM ADVANCED PRIMATE 
ENTERTAINMENT. AND WHO DOESNT 
LOVE FULL-BLOWN THREE 
DIMENSIONAL BLOODLETTING? 
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GROO: THE CARD GAME 
e BY KEN WHITMAN 


e PRODUCED BY ARCHANGEL 
ENTERTAINMENT 


© 60 CARDS, 7 DICE AND RULES 
e $15.95 

e REVIEWED BY MARCELO A. 
FIGUEROA 


When I| was in high school, my best friend intro- 
duced me to a comic book that, at first, | thought 
looked a little corny, but when I read it, I had never 
seen anything quite so funny, especially for a comic. 
Then | looked to see who the artist/writer was, to my 
surprise, it was the same gentleman who had been 
entertaining me with his cartoons in Mad Magazine. 
It was Sergio Aragones, and the comic was Groo: The 
Wanderer. Now, quite a few years later, Ken 
Whitman of Archangel Entertainment gets a burst of 
inspiration, and decides to make a card game about 
Groo: one of the coolest cards games I’ve ever played. 

Groo: The Card Game (and the Expansion Set) 
have been released simultaneously so | will discuss 
both. Be advised, this is not a collectible card game. 
The expansion was added, because they had so many 
cool card ideas that they couldn’t fit them all into 
what they wanted for the core version of the game. 
You don’t need the expansion to play the game, but 
once you have played the game, you'll see that there's 
no reason to play without it. 

The basic premise of Groo: The Card Game is to 
be the first player to build a town worth seven points, 
all the while trying to keep Groo from showing up, 
and destroying it. There are five classes of cards, and 
each one is color coded for easy recognition (very 
much like Uno). There are Building cards (orange) 
that tell how many victory points it’s worth, and also 
note any special abilities it may have. Event cards 
(purple) are usually played immediately upon draw- 
ing them, and affect everyone. Troop cards (green) 
represent not only generic soldiers for your town, but 
also some of the characters from the Groo comic like 
the Bard, Grooella, etc. Wild cards (red) usually 
atfect what players town Groo happens to be at. And 
then there are Groo Effects cards (yellow) which 
wreak all kinds of havoc on the player that has Groo 
in his town. Woe unto thee when this happens. 

The best aspect of the game is the mechanic by 
which these cards are played, and that brings me to 
the use of the dice included with the core set. There 
are seven dice in the set along with a set of stickers to 
represent the die faces. You have to put them on 
yourself, and that’s my biggest gripe about this game. 
Call me lazy, but I don’t want to have to build my 
own dice for any game. Also, the ink on the stickers 


isn’t the most durable, and eventually it will wear out 
or rub off after a fair amount of use which, once your 
hooked on this game, is likely to happen. 

The faces of six of the dice represent Labor, 
Supplies, Kopins (money), and Groo Heads. The sev- 
enth die is used to determine what direction the card 
representing Groo's current location is sent. On their 
turn, the player throws all of the dice, and whatever 
comes up are the resources the players have access to 
for the turn. The dice will be spent to pay for the 
cost, in resources, for bringing a card into play, and 
the Groo Heads, if any come up, will be used to play 
the evil Groo Event cards. When the player whose 
turn it is has spent all he can, the remaining dice are 
passed to the player on the left to spend, and so forth 
until all of the dice are used or the remainder are 
passed back to the original player. Cool, huh? 

Play proceeds in this fashion until someone has 
seven points worth of buildings in play. Pretty simple? 
Believe me, when one player gets close to victory, 
everyone scrambles to get Groo over there, and hose 
them with Groo Events cards. It makes for a rather 
wild time. Probably the greatest feature of this game 
is that all of the art work is original Sergio Aragones 
material done exclusively for this game. What | look 
for in card quality is how well the cards shuffle, and 
how well you can fan them (Can you tell I used to be 
a magician?). The cards for Groo are very well made. 
They have roughly the same feel as a new deck of reg- 
ular playing cards. 

The only other thing I can say that I disliked 
about this game is that it really can’t be played as a 
two player game, and even three can get boring. Four 
is the true minimum, because it allows for variation 
of where Groo gets moved by the dice or through 
card play. However, it is a fairly fast playing game 
with a four player version taking about thirty min- 
utes. 

I gotta say, this game really is a lot of fun to play, 
even if you’ve never heard of Sergio Aragones or 
Groo. The humor of the comic book is brought out 
very easily, and it’s a simple game to learn with sim- 
ple mechanics that work. | can’t say there’s a lot of 
strategy in this game, but the entertainment value 


alone is worth the cost of the 
game. Ph a \ 
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Available NOW in retail stores or mail order. 
CD-ROM based RPG Campaign § 


Multimedia Campaign & Multimedia Module cd-roms 
are the newest and Hottest role-playing add-on. 


No book provides this immense amount of information! 


| Player View Mode 

| This special feature puts a PC at the gaming table and 
allows players to SEE, HEAR and INTERACT with the 
adventure. 


Urth Campaign: Collector Edition ($35) 

Over 1,000 pages of hyper-linked detail. A living world 
of dungeons, dragons, magic and mayhem. 

FREE updates via our Internet site. 200+ color Maps, 
70 Countries, 100s of Races, Monsters, NPCs & gods 
all fully detailed and cross referenced. 


100 plus stunning full color portraits & graphic images. 


FREE Jurassic Island Multimedia Module 
| You have discovered an ancient lost isle with primitive 
Elves, Humans and Orcs living with Dinosaurs. 

Also coming October 31, 1997 
Vampires of dell - Multimedia Module ($ 25) 


Undead stress in the Ilmorian lands. 100 rooms of 3D 
dungeons, numerous land and town adventures against 
ithe undead minions of Magnus. 
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SUSTOMIZABLE CARD GAME 


FOR A COMPLETE CATALOG CALL & 518. 972. 5900 
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NO DISINTEGRATIONS 


e BY KEVIN M. MACGREGOR, SANDRA 
CHILDRESS, CHRISTOPHER JOHN 
PARKS, CHUCK TRUETT, AND CHRIS 
HIND 


e PUBLISHED BY WEST END GAMES 
e 95 PAGES 

e $15.00 

e REVIEWED BY LOREN B. DEAN 


One of the things that gives Star Wars its mys- 
tique is its clearly drawn line between good and evil. 
The good guys and the bad guys don’t do any mixing, 
and even the neutral characters prove to be good guys 
in. disguise (Lando Calrissian) or have hearts of irre- 
deemable evil (Boba Fett). 

No Disintegrations, a new bounty hunter adven- 
ture supplement for the Star Wars RPG, gives a some- 
what different impression. The cover consists of a 
montage of all the major Bounty Hunters in the 
galaxy (Fett, IG-88, you know the bunch) superim- 
posed over a wanted poster featuring a particular 
Corellian smuggler and his Wookiee sidekick... 
Certainly suggests adventures of questionable morals, 
doesn’t it? 

The reality is a bit different from the impression, 
however. Sure, these are adventures for Star Wars 
scumbags, but the PCs will find themselves pitted 
against some serious dregs, and may unwittingly end 
up on the good guys’ side after all. The adventures in 
No Disintegrations can be played one of two ways: the 
PCs can be hard boiled gunmen who do their job with 
ice-cold precision, or they can be more open-minded 
and do the right thing, even if it means losing their 
bounty. 

The first adventure, “Gone to Ground,” centers 
on a terrorist who has been setting off biological 
weapons in schools, shopping malls, etc. The Empire 
has offered a substantial bounty on his head, but find- 
ing him won’t be easy: his base is in a secret location 
well away from prying eyes. Nor will it be easy to 
bring him in alive (the bounty post specifically states 
“Alive”), since a faction within the Imperial govern- 
ment wants to make sure he never lives to see trial. 

The balance of action to investigation in “Gone 
to Ground” is good, with the action linear and fast- 
paced, drawing faster and faster towards the conclu- 
sion as the hunt progresses. The only real problem 
with the adventure is that the terrorist himself is a 
fascinating character — but the action of the hunt 
may keep the PCs from ever finding out about his past 
or motivations. 

Second in the book is “Abregado-Rae Intrigue,” a 
story that draws the party deeper and deeper into the 
underwater machinations of a backwater planet. The 
action here is limited to the barroom brawl variety, 
and much more emphasis is placed on the investiga- 
tion. There’s a lot of potential for characters to “do 
the right thing” here, but deciding what exactly the 





right thing is will be a challenge. In this regard, it suc- 

ceeds more than the other adventures in creating a 
moral grey area — just right for some in-character 
soul searching. 

“Seregar Turnabout” is probably the most 
straightforward adventure in the book, but a screw-up 
here has the most potential for pandemonium. 
There's piles of furious blaster action here, and if the 
players aren't careful, the hunters may become the 
hunted. The adventure climaxes with a battle sure to 
make the players think twice about their invincibili- 
ty. 

“The Black Sphere” is a hunt not for a person, but 
an icon: the Black Sphere of Eckless, which has been 
stolen from a planet that holds it in high philosophi- 
cal esteem. Light on action, the scenario runs more 
like a Mission: Impossible episode: lots of snooping, a 
convoluted web of intrigue, and at least one double- 
cross. Many player may be questioning what exactly 
happened in this one, but confusing or not, it’s cer- 
tainly entertaining. 

The final adventure, “Elusive,” takes a non-linear 
approach. It consists of several different related loca- 
tions where the characters can pick up traces of their 
quarry. They can visit these locations in any order 
they want without compromising the storyline. This 
is also the only adventure in the book where the tar- 
get is wanted dead or alive allows the char- 
acters to be the gun-toting Steven Segal clones 
they’ve always wanted to be. And hey, where else can 
you get into a fistfight on top of an AT-AT? 

Bounty hunters are a neat feature of the Star Wars 
RPG. | haven’t played a single campaign that didn’t 
have at least one in the group. It’s nice to see a sup- 
plement especially for them, even if it doesn’t always 
run as smoothly as it should. Fast and simple (like all 
the Star Wars supplements), No Disintegrations is sure 
to provide many nights of fun for bounty hunters 
everywhere. 








NO DISINTEGRA TIONS 
EXPLORES THE MORAL GREY 
AREA INHABITED BY STAR 
WARS’ MOST RUTHLESS 
BOUNTY HUNTERS. 









Mention Einstein's Special Theory of Relativity to 
most people, and their eyes glaze over. That's too bad, 
because if you can get past the weird math, you will 
find that the Theory states some truly mind-blowing 
stuff... stuff that could even be useful in a sci-fi game. 
The Theory’s first postulate states that no frame of 
reference is special. Observers in all inertial (that is, 
non-accelerating) frames of reference will see that 
the laws of physics are always the same. In addition, 


you 
Que \ they will all see the speed of light as 186,000 miles 


per second, and never anything else. The speed of 
gE hLion light is also an absolute cosmic speed limit, and 
wore nye By nothing may exceed it. This doesn’t seem too 
4 WET 7 weird by itself, but it ends up leading to a host of 
geLh \ very strange, non-intuitive things. Like time 
slowing down 
Time Trickery 
As an example, let’s look at the classic 
BD | example of a clock on a spaceship. If a ship 
cruises by you at a very high speed — some 
appreciable fraction of the speed of light — 
you will see the clock onboard running slower. 
Now, the pilot doesn’t notice this; as far as he’s con- 
cerned, time is passing normally. Anyone who’s not in 
his frame of reference, though — the ship — will see 
that time is moving more slowly for him. 

This is called “time dilation,” and it is a very real 
effect. It’s only obvious to our personal time sense at 
super-high (or “relatavistic”) speeds, but it’s real at 
any speed. Anyone with a couple of atomic clocks 
and a jet plane can demonstrate it. In fact, when 
atomic clocks are flown from place to place, the oper- 
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ators need to take time dilation into account, or the 
clocks will be off. 

Of course, if you are traveling fast enough, long 
enough, the effects of time dilation will be more than 
just a curiosity. Consider starship combat, where mul- 
tiple ships, all traveling on different vectors at differ- 
ent speeds, need to precisely coordinate their actions. 
You can safely assume that the ship’s computers will 
“automagically” compensate for time dilation, but 
what if the computer goes down? What if your ship 
loses communications with the rest of the fleet? A 
damaged vessel could find itself slightly out of syne 
with the rest of its battlegroup. At worst, it could be 
fatal. At best, the out-of-sync ship will have a devil of 
a time calculating firing solutions and staying coordi- 
nated with the rest of the fleet. Milliseconds count. 

You can also consider the effects of time dilation 
on the people inside the ships. Say two troop trans- 
port starships take different routes to their destina- 
tion. Upon disembarking, the soldiers from the differ- 
ent ships could find that their watches are no longer 
adequately synchronized. The Forever War, an out- 
standing novel by Joseph Halderman, takes this one 
step further, following the career of a space marine in 
a setting where all space travel is done at relativistic 
speeds. With no magic warp drives to take them from 
star to star, the marines’ lives are heavily affected by 


TIME DILATION FOR FUN & PROFIT 


time dilation. 

One of the cleverest uses of time dilation in fic- 
tion is in Larry Niven’s novel World of Ptavus. Late in 
the story, a human ship is chasing another craft with 
a powerful alien telepath onboard. The alien’s mind is 
a fearsome weapon, able to reach out over thousands 
of miles and take control of practically any sentient 
being. At one point in the chase, there is a great dif- 
ference in the two ships’ speeds. The alien tries to 
seize control of the humans’ minds as they come into 
range, but he is unable to — time is passing a little 
too differently on the two ships, rendering psi attacks 
useless. 

According to the theory of relativity, situations 
can even arise where the simplest of observations, 
such as “A happens before B” can be seen differently 
by different observers. Should you wish to open that 
particular can of worms, see the suggested reading sec- 
tion at the end of the column. Relativity states a cou- 
ple of other odd things too, one of which is that at 
relatavistic speeds an object's length will be seen to 
contract. That is, the spaceship in the first example 
will look squished along its axis of motion in addition 
to having a slow clock. 


186,000 Miles per Second Its Not Just a 
Good Idea. Its the law (Sort OF) 

One of the most important aspects of the theory of 
relativity, the “speed limit” of the speed of light, is 
often misstated and misunderstood. What the theory 
does say is that you can’t strap on a rocket and accel- 
erate yourself up to, or past the speed of light (also 
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REALITY CHECK | 


known as c). Nothing in “normal space” can reach 
that speed or break it, though if you work at it you can 
get awfully close. But nothing in the theory com- 
pletely prohibits the existence of particles that move 
faster than light, or of effects that propagate faster 
than light. 

For example, tachyons are street-legal theoretical 
particles that come into existence with superluminal 
(faster-than-light) speed. Since they haven't been 
accelerated up past c, but started there, the possibili- 
ty of their existence is kosher to many physicists. 
Some researchers have even built tachyon detectors, 
though at the time of this writing their results are not 
encouraging. After all, just because theory permits 
something, that doesn’t mean that it exists. 

It has also been shown mathematically that there 
seems to be no fundamental reason why you couldn't 
have two wormholes linking two regions of space in 
such a way that you can enter one wormhole and fly 
out the other before light could cross the space 
between them. If one wormhole spends some time 
moving near the speed of light to get time dilated, the 
system even becomes a sort of time machine! Heady 
stuff, indeed, but the practical issues of wormhole 
construction and tachyon generation are of course 
—— matter entirely, and they may not ever be 
solved. 
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\TINUE 
EXPLORATION OF THE WIZARD'S 
_ TOWER... 


WE SHOULD BE 


SLOW DOWN! § ff HIGHLY DOUBT THAT THE WIZARD] 
DONT YOU THINK YOU SHOULD § JUST LEFT THIS GEM OUT HERE 
. CHECK FOR TRAPS OR SOMETHING ff AS AN OFFERING TO ANY 
PX BEFORE YOU GO RUSHING OFF TO JI § INTRUDERS WHO MIGHT HAPPEN 
Mp GRAB THE TREASURE? oe § TO BE INFILTRATING HIS TOWER. 
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TSR 1127 
ISBN 0-7869-0675-8 





Other great packs! 
SPELLFIRE 4th Edition 
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SPELLFIRE Booster Pack 11: 
Night Stalkers 

TSR 1153 

ISBN 0-7869-0612-x 


SPELLFIRE Booster Pack 10: 
DRACONOMICON™ 

TSR 1156 

ISBN 0-7869-0630-6 


SPELLFIRE Booster Pack 9: 
BIRTHRIGHT” 
TSR 1152 


To find the store nearest you call toll-free 1-800-384-4TSR. Email us at TSRConSvc@aol.com. 
Visit us on America Online at i A TSR. Or and us on the web at www.tsrinc.com. 
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I'M WAY AHEAD OF YA, BABE! 
BA THIS IS AN EASY ONE! 


—a A 


_/EXHIBIT B: OVER THERE IN THE wal 
| PANELS, CLEVERLY DISGUISED AS 
DECORATIVE HOLES, ARE A VARIETY 
OF SMOOTH-BORE PROJECTILE 
LAUNCH BARRELS. 
FROM THE SIZE, SHAPE AND 
SPACING... 


WHAT WE HAVE HERE IS 4 


[CLASSIC LATE-MODEL ACME A- 
| 42 TREASURE TRAP... WHAT WE 


THIEVES LIKE TO CALL: “THE 
COOKIE JAR’. : 


OBSERVE EXHIBIT A: THE TRIGGER IS SITUATED 

UNDER THE GEM, OBVIOUSLY - IT'S YOUR BASIC 
BAIT AND LURE’ TACTIC. WHEN THE GEM IS 

LIFTED, IT RELEASES A SPRING-LEVER WHICH IN 

B\ TURN WILL SET OFF ONEOR MORE DEATH: 
\ DEALING DEVICES ..WHICH BRINGS US TO.. Am 


.. 1D GUESS POISON-TIPPED PP NOW, EVERY TRAP DESIGNER LEAVES A 
CROSSBOW BOLTS... POSSIBLY | BUILT-IN ESCAPE OPTION - JUST IN CASE 


SPEARS. 


THEY'RE A RATHER PARANOID BUNCH, IF } 


_YOU ASK ME. 


r vi, 


THE TRICK IS TO KNOW 


THEY HAPPEN TO GET CAUGHT IN THEIR 
OWN DEVIOUS CREATIONS. 


WHAT 


\ AND WHERE THAT SAFE-ZONE , 


5... 





YUP! SEE, FROM THE DESIGN AND LAYOUT ff [RY So, THE PLAN IS THIS: WE STAND THERE, | LEAN 
OF THIS TRAP, I'VE DETERMINED THAT 9 Bl OVER AND PLUCK THE GEM FROM THE STAND, WE } 
| THAT FLOOR PANEL RIGHT OVER THERE § BA LET THE ARROWS RUN THEMSELVES OUT AND WE'RE 
NEXT TO THE PEDESTAL IS OUT OF ANY § fey HOME F FREE’ iT’ S QUITE SIMPLE, REALLY. } 
LINES OF FIRE. YOU'LL ALSO NOTE THAT | [a eae _— 
‘ HE STONE OF THAT TILE IS A SLIGHTLY - 


y TRAP- 
MAKERS 

CAN SPOT 
WT EASILY, 





Szory dy John Whek and Crs Oornaus unch hetp rpom Rod Vaux and Sceve Suarner Arc dy Crs Oornaus 





| ie} 
Me) o) 
mel 10) 0 had 
It all comes 
together. 
ioe | 





All hail “Bob”! 
The Church of the SubGenius has 
joined forces with Steve Jackson 
Games to produce INWO SubGenius 
..».a 100-card, stand-alone expansion 
for INWO, complete in one box. 





“New Q OT ld Or der 


@ubGenius 


Coming this fall... 
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+ Adventure at the Dawn of the 
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The Warner Bros Jelevision Series 


wr, am 
a 


Available Now 
Ar game, hobby, an 


cham aleon Eclectic Entertainment: Ine. 
PO Box liebe Blacksburg, YA 24062-02be 
800.435.5530 WwwDlacheagle.com 


The Babylon Pieiect 1s produced by HileFrame Productions, Ine. under license ftom Hamner Bios. and 1S co-pUDI ca 
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acters and all related indicia are hademarks of Hamner Bros. TM afd > 199? Harney BROS 









We CAME TO TRADE AT AN ISLE INHABITED By CELTS. A LAST REFUGE 
FROM CIVILIZATION, MAKING (T EITHER IRELAND or New ZEALAND. A CANO 
WHERE THE NATIVES IMBIGEP Too MUCH, RIVERDANCED ALL NIGHT AND 
SLEPT | THE DAY AWAY. A LAND WHERE “THEIR Pye 

ENEMIES QUAILED WHEY THEY HEARD THE 


a Ike 


fa 
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Sudvenvy THER Foes Were ¢WREE-HA-H 
APPROACHING! THESE Were THe «3 REA 
EVIL CHRISTIANS, Wo 

ALSO HAPPENED “To BE : 

ROMAN, TAKING ADVANTAGE 7 

OF THEIR OW SE SaaM 

Day To ATTACK / 


MEAN THE LOCAL HELLSPAWN Ir 77) baie: 
ARE Pious AND ous SL 
Recaus THAT CONFUSED 7, 
DEMoW SUPERHERO WE MET THE OTHER | 
WEEK. HE WAS IMPLAUSIBLY KIND. 


SIGN UP F “OR OUR F. ALL CURRICULUM: 


www.io. ».com/~salvius/warchief. html 


Nol hae ON FOR 
THE Hoy Cross 
AND SELEISUNESS-—¢ 
. FoR Fenny _et- THe CAUSE oF 
x EvicrisH Goon — 


Ou, sow LAP Conrusen!) 
—YourRe 400 


soviet uke 
you, BUT They 
{ FOUND THe 


GOOD Awo IT 
WHAT 


A TERRIBLE , ; 
noise! Etmusty RALLY 77 
7 BEA BLESSING ATH 
\ OR SOMETHING! 


oo%* Just srt pown 
AND EAT YOUR GELATWW, 


MRVE ft WHAT ¢ 


But NEITHER My WIFE 
Nor | WERE THEOWCY 
MAJORS SO WE HAD To 
REFER THE MATTER To 
» KAarc Bec-RE, THE 
+, CLAN SHAMAN — 


THE CHRISTIANS EVENTUALLY DECIDED THE NOISE 
WAs ST 


MEL) COME To EAT THEM, AWD 
FLED Back To ROME, LEAVING THe CecTS 
DORMANT AND TRIUMPLAST. 

ANO W THAT PAGAN RETREAT, I /MALEK, 
BECAME NOSTALGIC FoR THE REFINED 
PURSUITS OF OUR COLLEGE YEARS. 





/ RIGAT. AS SOON AS 
You ENTER, You ARE 

| \MPALED BY SEVEN 
THOUSAND PoSONED 
SPIKES TART SHOOT 
PAINFULLY INTO YooR | 
SIDE LIKE ASER OF / | 


STAND OW THE PRECIPICE OF | 
| AN ABANDONED WELL Loc 
LEGEND CALLS IT THE LOST 
DUNGEON OF DRAGON 


SIR TALBOT LENPS 


GOLD! 
WN) FIRST! WOZZanE 








You Do NOIMING: BAIT-Boy, 
BECAUSE THE BALROG THAT 
CHASES OFF THE ORCS HAS 
JUST DECIDED To MAKE S\ 
TNBOT ITSNEW DUNGEON 
DOORMAT. 






| / SIMULTANEOUSLY, SIX ORCISH WARBANIDS, WHO 
| QUST HAPPEN To BE WANDERING BY SEIZE THE 


DONT | GET A 
5° © SININKs ROLL? 
eons | 







NOPE BECnUSE You'RE 1F THIS is How You AcT 7 wetomie.me 
DEAD. DEAD, DEAD, DEAD. [WHEN SOMEONE TOTALS YOUR | BNROG NoTICES HE'S JUST 
PAINFULLY, EXCRUTIATINGLY, [STUPID SONDANCE, I'M NEVER | RUN ouT oF TOILET TisSUE 


AUMAN COMPREHENSION . 
MAN, ARE YOU DEAD. 


! — | 





Nine Walkers shall be set against 
the Nine Riders...” 


—Elrond 
The Fellowship of the Ring 





Middle-earth: Against the Shadow: 
it’s Time to Choose 


The battle commences late Summer 1997 





Please contact us at: e 


|, . Iron Crown Enterprises, [rc ~~ 45 ~ 7 


Web page:www-jronerown con All rights reserved “i saci oe ae GT THE Reming aa 


PRR. bathe a ws 


as 





phone: (RUM) 338. (eu 








h Special Edition Blah 


‘lying Boat (Play for Honor, Play f fort Glory 
Play for Re: spect.°°*" 4 


Caped Do-Gooders 










Little Happy Elves-.! 


Capeg \ a ie ‘S 3.an BpLaNn Taming Tam 


Special Edition 


Fh Sd | Sa | ee 


Endless Errata 





a | 3 
it] BLY Heard enough? | 


| oT a i) a Pi 

Jt ain t about being a rules lawyer, oem a's l"alale| “The Card, ‘or delusions of big-money prizes. Jt’s about © 

| kicking ass, taking names, 
and blowing things up - 


Get BattleTech now at cool game stores near you. — 
: ; : : ' | qd 
Find people to play against using the BattleTech — real good. 
Player Reqistry at ei i ‘initia ards.com> | 

ards of the Coast Customer Service (206) 624-093 
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Wizards of the Coast, Inc. BattleTech, B jattleMe 
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